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Subscribe or renew your subscription to Ni INDO POWER--for just $15/—end 
get 4 FREE Player's Guides—worth $15 eech! That's $60 worth of FREE power 
to send you on the ultimete power trip! 





















RIGHT NOW is the time to 
renew or subscribe to the most 
powerful megezine on eerth. 
Even if you're elready e 
Nintendo Power subscriber, 
you can still get 4 FREE Pleyer's 
Guides when you renew NOW. 
Your edditionel issues will be 
edded to your existing subscrip- 
tion! Now you've built e serious 
Power bese. 


Now, watch your power bese 
explode with 4 specteculer new 
Player's Guides—FREE! Each 4 
one is e high-quelity reference 
book that stacks critical, must- 
have info at your fingertips! 





NINTENDO 
PLAYER'S GUIDE 1 


NES GAME ATLAS 


Never before in history has so much 
valuable info been packed into ona source. 
Tha NES Gama Atlas features completa, 
full-color maps of tha most popular games 
out thare! Super Mario Bros., Maga Man, 
Castlevania, Zelda, StarTropics and more, 
including all tha sequels! Score this Guide 
and join tha ranks of serious power pros! 


ТЕ енді 3 ھا‎ 















Mave Os PLAYER'S GUIDE 4 
er, This is iti The future of Nîntendol You'lt 
Gm te Guide is а Gust WRN fascinating вае and learn about tha new 16-bit NES 
NINTENDO detalls about the early days of Mario, his system that's already rocking Japani 
PLAYER'S GUIDE 2 creation and how he's evolved into THE Pius the lowdown on Mario's next 
Е mega superstar of video gaming. PLUS, So Hee ee isto Ore el tS 
>. GAMEBOY Kaaka ксы шы A ge and critically Important Guida Is your | 
7 qrephica to excita an y Mato пл Introduction to tha techno-revolution 


sweeping video mastery. Be sure you're 
on top of it from tha start! 
A complete directory of every Game Boy 
title In North America. It'll help you in 
future purchases, or when you're In tha 
heat of battle-action! Tha most popular а 5 
games ore covered in detail, like Super Now you're armed with 
Mario Land, Dr. Mario, Final Fantasy a completa powerhouse library— 
кешелі; Тете. Tean „байа Mutant Рама guaranteed to infuse your game 
Mee апологе: ошен зопаір with outrageous power and the 
jet th: ost froi rtabl; e 
ty at ee d latest techniques! 


NINTENDO POWER IS YOUR ULTIMATE 
POWER SOURCE! GRAB IT TODAY! CALL: 


120095227 Uf) 


MIDN.-SAT. 4 A.M. TO 12 MIDNIGHT 
PACIFIC STANDARD TIME (PST). SUNDAY 8 A,M, TO 5 P.M. 














€ This month we bid farewell to 
Game Master Howard Phillips, who 
is leaving Nintendo of America Inc. 
to take a new position as Executive 
Producer of Video Games and 
Learning Products at Lucasfilm 
Games. Howard has lots of fans here 
and elsewhere in the world of video 
games, and we at Nintendo will miss 
him and his signature bow tie. 





Lucasfilm is one of our licensees, 
though, so now we'll have the inside 
track on Lucasfilm games! Good 
luck, Howard. 


@ In the past, Howard kept you up 
to date on what's going on at Nin- 
tendo Power. Now we'll have an 
opportunity to introduce some of 
the other people who are involved 
behind the scenes here. In upcom- 
ing issues you'll hear from editors, 
writers, designers and others who 
have stories to tell about Nintendo 
Power and Nintendo products. 


@ Theres no need for all of you 
Howsrd & Nester fans to worry— 
Nester isn't going anywhere. It’s the 
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beginning of a new era for him, 
though, and he'll be back for new 
adventures in his monthly strip. As 
you know, Howard often bailed him 
out of the messes he got into—who 
knows what kind of trouble he can 
get into when he flies solo. 


@ Now on to new business. As you 
thumb through this issue, you'll 
notice that most 
of the review 
pages are devoted 
to Battletoads. 
That, along with 
last month com- 
ie strip, might 
make you think 
we've gone a little 
bit — Battletoads 
erazy. Okay, may- 
be we have, but 
youll understand 
why when you 
take a look at the 


review. The game 


racters are com- 
pletely new and 


and its super 
challenging to 
boot. You'll pro- 
bably wish wed 
used al! 100 pages 
to cover it! 


@ Don't miss our Special Report on 
the Super Nintendo Entertain- 
ment System, complete with pic- 
tures of the system hardware! The 
Super NES will be officially an- 
nounced at the summer Consumer 
Electronics Show this month, but 
we wanted to give you readers an 
advance look at its incredible com- 
ponents. And if you think they look 
great, wait until you see them in 
action tbis fall! 


@ You still have time to get ın on 
our Nintendo Players Guide Pro- 
gram. Don't forget to respond by 
July 15. 





is hot! Tbe cha- | 


“toadally” coal, | 
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МТЛ... 


Finally—see what ail the excitement’s about! Meet the madcaps 
behind the mania as the "оз leap Into a huge 36-page extrava- 


nesses 


pere A] 





Par OS еы SESS PE. 


After moving from plumbing to medicine, Mario does what any 
good doctor would: He hits the golf course! Join him on the fair- 





At roll call, when Davey says “here” ican body His mind 
might be anywhe ere from Ancient Greece to the a West! 
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POWER MEOWER! 


y cat Millia is not one for 

games, but that’s only if 

you don’t count Nintendo 
games. When sha haars the TV go 
on sha comes running like a bolt of 
lightning. Some of her favorite 
characters are Mario (who sha 
likes to watch jump up and down 
on the screen) and Mega Man 
(who she also likes to watch jump 
up and down on the screen). Cur- 
rently, I'm trying to teach har how 
to use the Power Pad, but for now 
She just prefers to slaep on it. If | 
lay my NES Advantaga on the 
ground she will coma over and lie 
down on top of it. So far she has 
reached Level 2 on Willow. | 
couldn't anclose a picture of her 
playing since sha was slaeping last 


time | checked. Ben Sherman 


Sudbury, MA 

PEE-WEE VS. SPACE 
ALIENS 

am 57 years old, and | play all 

of your edventure games. | have 

16 cats and they all love to play 
along with me. But there is one kit- 
tie who, since | started playing 
StarTropics, insists on helping me. 
Icantell you that! have hadtostart 
Over umpteen times because of 
her "help." Her name is Pee-Wee, 
and she loves the bowling ball in 
StarTropics. People may think that 
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YE CATS! (DOGS, BIRDS, AND TURTLES, TOO!) 
Well, we asked for it. We were stempeded with herds of maill Birds, 
Dogs, Turtles, Cats, Bats, Rats, Gnats, and even a Wildebeest were all 
entries in our pet request. Some of them are evan better at Nintendo 


games than their owners! 


the NES is just for kids, but | 
believe that it's for senior citizens 
and animals, too. 


Carole Peterson 
Troutdale, OR 





| К i 


it looks like Pee-Wee's been 
invaded by the StarTropics aliens. 
Just look at those eyes! 


SCREEN-SMEARING 
SPANIEL 


have recently discovered that 
I my new puppy Bogey has 
shown a liking for Mega Man Ili 
and Tetris. Whenever a lot of fast 
music plays or a loud sound in a 
game occurs, he jumps up and 
gets real close to the screen. 
Sometimes he even licks itl | һауе 
discovered that he likes to have his 
pink and white blanket when | play. 
I've enclosed a picture of him get- 
ting ready for me to play. 
Scott MacDonald 
Lake Oswego, OR 





WANTED: MARIO 


ur kitten started playing at 

a young age. As soon as he 

could jump up on the table, 
he's been watching and hoping he 
could nab Mario one of these 
days. Of all the games we have, 
Super Mario Bros. I, II, and Ш are 
his kind of action. We are in our 
seventies and yet can talk with all 
the kids who are neighbors. We 
find your games e lot of fun and 
they keep us young. 


Mr. and Mrs. Wally Swanson 
Glendora, CA 








UPPER HAND 


"уе got a bird named Koopa. | 
[= him that because 1 

really like Super Mario Bros. 3 
and also because he is just es 
mean to people es Koopa is to 
Mario, Luigi, and Princess Toad- 
stool. 


Jackie Wall 
Lincoln Park, NJ 





Great picture, Jackie! It looks like 
Koopa's got the head-stomping 
trick down pretty well. Now see if 
you can train him to shoot fire- 
balls. 


TURTLE TALK 


've had myturtle for ayear, but | 

really haven't named it. Every- 

one calls it something differ- 
ent. Every time | would play Nin- 
tendo games in front of my turtle, 
"she" would come out of "her" 
shell and watch. | finally decided 
to call "her" Wendy O. Koopa after 
the Koopa Kid. 


Nicholas Corvino 
Media, PA 


Ay Carambal Our mailroom is a fiesta of color! The ert that our readers 
put on their envelopes is so good that we decided to share it with you. 
Whether you are an accomplished artist, or just e Mario fan who likes to 
draw, make our mailroom staff happy end brighten up your letter. These 
envelopes are some of the best we've seen yet, and we want to see more 
of them. Remember, if the Post Office can't read the address, we won't 
get it, so be creative and legible. Although we can't promise that you'll see 
your envelope in Nintendo Power, we'll do our best to showcase the 


most creative ones when we can. 





TURN IN YOUR PARENTS!! 


We've been hearing rumors about parents who are taking over 
the family NES to play games like Tetris or The Legend of Zelda. 
So far, these are unconfirmed reports, so we need your help! 
Turn in your game-crazy parents to us by sending letters or pho- 


tos (try to catch them In the 
act}, and we'll print the most- 
wanted list in an upcoming 
issue of Nintendo Power. 
Adults, this is a kid's-only 
column! You'll get your chance 
soon! 


Nintendo Power 
Player's Pulse 
P.O. Box 97033 
Redmond, WA 
98073-9733 
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This is it! We've been psyched 
about the Battletoads since we 
first heard about them! Now 
that Rare and Tradewest are 
ready to cut loose with Battle- 
toads, only Nintendo Power will 
give you complete maps and 
Toad tactics to take you to the 
Dark Queen's Tower and beyond! 
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Play Control 4 
Challenge & Excitement 
Theme & Fun 
























. flagship Gargantua swallows 
. them up, Toadster and all, and 

whisks them off to Ragnaroks 

Aboard the SS Vuttura, the Battle- World. Where does that leave the 
toads and Professor T. Bird are rest of the Battletoads crew? Hop- 
halfway through the four light- ping mad! With the trail still warm, 
year voyage to take the Terran the SS Vulture tracks the Gargan- 
Princess, Angelica, back to her tua to Ragnarok's World and the 
home planet. To breakthe monot- remaining two Battletoads, Zitz 
ony of the long journey, Angelica апа Rash, storm the surface. Their 
and Pimple take а joyride in the mission-pound some pork, res- 
Toadster. But before they know сие their pals, and punish the Dark 
what hit them, the Dark Queen's Queen! 

























1990 Rare Ltd Licensed to Tradewest Inc, By Rare Coin lt Inc © 1990 Tradewest Inc 













N "534. “ — 
© 
А ®. From the surface of adventure ahead of them. You'll 
Ragnaroks World, have to conquer a total of 12 Toad 
to the Dark Queen's Tower, the torturing levels to reach the Dark 
"Toads have a “toadally” rad 


Queen and rescue Angelica and 


Pimple. Each world is different 
fromthe one before it, and pres- 
ents new challenges and moves 
to master. 


*. With all the super 

moves the Toads 
have, the bad guys don't stand a 
chance. The Big Bad Boot and Kiss 
My Fist moves will enable the 
Toads to mulch, mince, mutilate, 
man-handle and maim the Dark 
Queen’s monstrous menagerie 
{and that’s just for starters). In 
most cases, executing a special 
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attack is automatic after three or 
four punches by repeatedly press- 
ing the B Button. In later stages, 
special moves are standard fare. 
The special moves are well ani- 
mated and add to the Battletoads’ 
character, plus you get more 
points for defeating enemies 
when using them. 












































"Rash із the nama, | 
pamping iros із my 
gama My muscles 
maka everythieg 
happan, whether 
we're hattling 

бай ар! 
battamlaaa pits." 





A 


terrific айас! 






Battletoads’ two-player si- 
multaneous mode com- 
pounds the challenge of the 
game. For one thing, the 
players can interact with each 
other, which can be detri- 
mental to your progress 
(even if it is fun sometimes). 
You don't want to get too 
close to your buddy while 
you're in combat or you 
might accidentally clobber 
himl Acting as a team 15 
essential when you're 
attempting jumps in the two- 
player mode. Both players 
rnust make their leaps at the 
same time, or one may be left 
behind or be unable to make 
the jump. The two Toads you 
can control, Rash or Zitz, 
have different personalities, 
but in terms of game play 
their abilities are identical. 
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The barren surface of 

Ragnarok's World is 

patrolled by the Dark 

Queen's swine-troopers known 

as the Psyko Pigs. These basi- 

cally brainless pushovers are 

easily pummeled into pork 

chops with a special punch or 

whack with a Walker's leg. Rag- 

narok's World is also inhabited | jects by watching 
by dangerous Dragons, which | their shadows. 
can provide an amusing and | This is especially 
useful aerial ride if you manage | useful when bat- 
to capture one. tling the Dragons. 


Use Torho, if 

you heve it, 

to puach with 

super speed. Staed вехі to 

It's easter to the leg and M the A Butioe. 
axecute press 8 to pick Yum уйт! 
Special it up. 

Attscks, 100. 


The Walker's 
leg is equal to 
а Spnelsl Attsck 
le streogth, мі 
you doe't get. 



























TAKE OUT 
THE TRASH! 


During close combat, if you get 
right on top of an enemy, you 
can pick him up. Then toss him 
off a cliff. You can also pick up 
your partner and carry him—but 
watch where you drop him! 


FREE FROG 
Use the shadow to judge the 
position of the 1-Up before you 
jump for it. tf you're still riding 
the Dragon, it's easy to capture 























on the 
acrees, you 
сав use үйег 
p - ч КАИ өзе с 
P ш "m ; » collect the 


+ $ 
d 


Y НИ 
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1091464 gs 











have nine 
lives, het 
Toads only 
get three; 
‘entess they 
happen to 
collect e 1- 











not too heppy 
ahost how yoo 
treated its 
yoespetere. 























THE TALL WALKER!!! 


| Walker, the action will ) A 
Switch to a "Walker Cam" М 
viewpoint where you'll 
see what it's like to be on 
the receiving end of a 
Toad attack. You'll also it yoo stay to the left or right Pich ap the iroelder and retreat 
notice the Walker's laser — *! the screen, the Wslher саз temporarily to the side of the 
cannons are pointed right misc 
at youl You still control 
the Toads es before, but 
this machine will not 
^Kiss Your Fist" You'll 
have to find another way 
to defeat it... 
































The Welher's view screen will 
crech. Hit H three times to 
scorel 


‘Une of the Welker's shots will 
be з hoslder 















“Hope you like uninvited visitors, Dark Queen, 
‘cause the Battletoads are droppin’ in—with a 
vengeance!” 





( t9. 


The Impact Crater plunges into Ragnaroks 
i World to a depth of two miles. The Toads’ 


descent will be plagued by the Dark Queen's 
Birds of Prey, Saturn Toad Traps and Retro- 
Blasters. Watch where you swing; it's easy to 
smash your pal. 


STOMP 'EM FLAT 


To defeat the Birds Of Prey and 
the Toad Traps, get close and 
wail away. Act fast or the ene- 
mies might attack you before 
you have a chance to get them. 


WRECKING BALL 


Stay near the side of the tunnel 
until your line is straight up, and 
you can execute a Wrecking 
Ball Attack (press B to cut 
loose). 


Swoop down and 
eat the flies to 
replenish your B 
Toad's energy. 
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RAVENS— 
NEVERMORE! 


The Ravens can sever your life- 
line with their razor sharp 
beaks, so defeat them quickly. 
Once you've reduced them to 
pillow stuffing, capture their 
beaks to use as a weapon. 


RETRO BLASTER 
ATTACKERS 


As you approach the Retro 
Blasters’ ambush points, be 
ready to execute a Wrecking 
Ball Attack. A properly per- 
formed Wrecking Ball will wipe 
out a Retro Blaster with a single 


CONTINUE е 


ты С! 
ID 
st 


says 
XO 
ФА 


XO 


1 
1 
| 


Ты 


CI 


io 


TOB 





e. 


ELECTRO-ZAPPER 
OBSTACLE COURSE 
Weave between the Electro- 4 
Zappers before they close off M = RIGHT ON THE NOSE 
the tunnel. You'll have to move in IS 
fast, but don't rush into the wrecking Ball 


attack to wipe out ME 
the Toad Traps, 
you can hit them 
in the nose for | 
500 points a pop. 


T 
F 
TENN 


ке 
СУ 


= 


ELECTRO-ZAPPERS 


After you pass the first Electro- 
Zapper, get in the center of the 
tunnel and press Down. The 
other Electro-Zappers will pass 


THE BIRDS us ^ 1 harmlessly overhead. 


Don't get bogged down by this 
flurry of feathered foes. Answer 
them with a barrage of Battle- 


ха 


ore" BNS = 
oe 


مسج 
کو 


И 


1 
1 
q 
Д 
LL 
4 
1 
Д 
d 
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THREE FLIES 


If your energy's not full, be sure 
to eat the flies here. A Silver 
Retro Blaster watts ahead! 


SILVER RETRO 
BLASTER 


Use a Wrecking Ball Attack to 
eliminate the Silver Retro 
Blaster quickly. It takes a lot to 
CONTINUE defeat it with regular punches. 


TOC 














Get ready for the wildest ride in your 
Toad's life-through the torturous 
Turbo Tunnel! You'll have to ride your 
Speed Bike through a twisting tunnel 
of treacherous columns that will 
become your tombstone if you don't 
avoid them! 


A START 

































The action happens 
fast and furious in 
the Turbo Tunnel. 
Let your reflexes 
take over as you 
guide your Speed 
Bike through the 1 
obstacles. It helps to [сес aie rr тие ae ata iu 
memorize the pat- C START 

tern, and the direc- 
tions are called out 
on the maps. Its a 
long tunnel and 
you'll probably have 
to tackle it many 
times before you wa 
master it Timing в FEE =т кемен ти нее E «сын | 


everything! 
> Ша вы | 


р — -cur ны. АЕ аа. 
————À—————— DRIN 
START Г А — 
eet ED ars tot rr ae ER dare КАРРА кеше e cte n Doe 
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1. RAT PUNTS 3. SCARF ON FLIES 


Poend the ats Into the groend, theo pont Capture the files to regele any energy yos may have lost 
them Into orbit Wersing: Don't kick them — durieg the ieveders' attack. 


when узе'ге near the edge of en lelend. 
4. LEAP CAREFULLY 
ере carefully when yoo're In the two-pleyer 


2. THE INVADERS oning start hy tapping the diractiosel errow 


The leveders steel hlocks from your Ше | місе, then leopl 
Meter if yoo let them gst awey with It. 


Knock them cet end catch the hocksee 5, RIDE THE SPEED BIKES 


h 
ом Ae зое en усе hop ne ote of these Sapar Speed Aikee, 
get ready for the ride of yoer lifel 


A GOAL B START 
7 а-в [M om | 


p—Ó————— 
ж. 33 

"eiie чыккай ын ЖУУ еее тат art аай ri ird 

~ [cC NEM ®, ED | 


— а Penn س‎ TO 
> 
езе теке E pa ei area AO EE asta e с 














yosi 
ium take yoe 
elrhornel 








T P AE کیچ‎ iot i SD چچ‎ ЖЄЄ Ж >. SAX 


С GOAL 


EINTERRMOT THUS OGAME FOR? A TIME QUT WET HOPE YOU'RE ENJOYING THE SHOWS 
PROF CESAR T EIRO, THE ORLO S FORMOST AUTHORITY | | 25 Т PREPICTER LAN A WENT 
OV THE BATTLE TOES we WITHOUT A HITCH! THE ‘TOADS MOVED 
= $0 FAST, THOUGH, YOu MAY HAVE 
MISSE7 SOMETHING. THROUGH THE 
MAGIC OF THE VULTURE VISION, 
LET'S RECAP, 





“уде BRAVE AAT TLETOAPS BEGAN THEIR RESCUE Nus WHERE THEY PROCEEDED TO PONE SEVER- 
SCA ANG AMPLE 5/2 ICING TOE Al PARS OF PEYKO-FIGS INTO PORK CHOP Sm” 


OF ANGEL: 
РИК? -CARES PW TO REGNEROKS NORU Pon” 


Excecn Heavy META 
b 
BECA A TALL 


ING NEAR&L, » 
а , А ) y I THINK T TRASHED THIS CON'T PIN A 
ag GUY'S ROBO-BABY EARLIER] МЕРА. ON YET, 
Ü IN THE RASH. THERE'S A 
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THE PON? PATROL SHOULP HAVE LOOK: 
EP BEFORE IT LEAPED INTO THE 
CRATOR, IT WAS FULL OF SATURN 





WE INTERRUPT THIS INTERMISSION WITH À PIFFEREIVT INTERCUCES 


ENOUGH OF THAT BIRD - BRAS 
ZREL rr moan FROGS Bi 
Му PSYKO-PIGS, BUT LOOK АТ eon 
A THEY FARE? AGAINST MY 274% 
CREATURES S 


TRAPS АМО RETROSLASTERS / 





"ANE, THOUGH THEY REACHED THE BOTTOM OF 
TNE PST, NEXT CAME THE 2 лето TANM Ebe!” 
WATCH WHERE уда! у SORRY TE. ust qe Mg 


SWINGING, BATTLEKLU TZ, 122 кесе yOu Deh OS YOu THE PROFESSOR SAW V AFTER BEING ZAPPEUT 
WE GOTTA BE LIKE Еу THOSE RETRO- 

LIM TIVING | BLASTERS, І FEEL 
по MAKE IT THROUGH 


” 
S е ا‎ y CLECTIFAICIE?. 





















І 
720 BAP THOSE ПРИМЕ DIANT COME Wi ЖҰ THINK IVE BEEN COLO-BLOOQPER SO 
TRAINING WHEELS, YO ш WEARING. al /7 GETS WORSE N MY ARCTIC CAVERNS £ 
Y 7 


NAH? THATS NOTHING COMPARED 
TO CRUISIN’ WITH AMPLE IN 
THE 72412572. 


WE NOW RETURN YOU TO YAIR REM ALY 
SCHECULEP VIEO OANE FE VIE, 


aecoed 
,000 ; 
мамы] тя 


acere 10, 
banas palnts! 


snowballs sall 
aver yoar haad, 
thae advance. 
Repeat until you 
reach him 





will ple you dowe 


З with bla snowbella. Duch 
veder the first aeowball 
вей hop onta the short 


wall to avoid the 


jump or the Up. 


upper 
















If you liked the Speed 
Bikes, you'll love the 
4 Space Boards ride in 
ЕКОЕ this level. The Boards 


ati Skip along the surface 
| “Get ready to hang | of the water, but have 





tough Toad, ° 
| theres a wet and wild | NO real jumping ability. 
world ahead!” You'll have to watch 


out for logs, or your 
Toad will become a 
piece of jetsem. 





Sls Gages Sh сал тутара гара) 
pas yall seal eal a S oni eal ale 


the acroll lu this eectlue 
К difficult, you 

shoeld try to capture 

the 1-Up ie the middie 


obstacles hehhle forth raedomly, they eree't that difficolt 
to avold. 





ES 
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AVOID GETTING WATERLOGGED 


Weave back acd forth betweee the first set The Whiripools loch more menecing than the 

> of loga When you reach the movieg logs, ^ lega, bet cae be avoided In the 
{гу to stay rivera edge aed held hack өсі! masser. Stay te the edge of the stre: 
Wa clear to trom the directios сї the Whirpoc!'a movemest. 
— 
















ed 

The map shows the directios the obstacles are 
movieg Stay away from the loga by hanging 
back се the oppoaite back. 

























INVADERS! 
Mit aa many of the Ievaders aa 
you cae before they steal your 
Lite Meter Soxes You'll have to 
act feat ta get ail four levaders. 


FLY FEAST 


Edge forward ostil the files 
соте ta you, thes acert 

j tem. бағ” move too fast 
С or Biag will spoll yoor feast. 











Big Blag is the king 
rat of the Dark 
Queen's rodent army, 
and he loves to 
smash things with his 
spiked tail. He also 
enjoys throwing his | 
weight around, and 7 

will squash your Toad - 2 و ا‎ 
flat with a super blub- EEE E Sie ot ine генлей 
ber slam. When һе J ^ x Ses Ee 
jumps high, make O М inris E 


yourself scarce! ЎА м 








THE GOAL! 


Avoid the last three Spibed Salts aed you've made it to the eed 
of the atagel 
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The Karnath's Lair has 
| \ ў to be one of ће most 

| difficult parts of the 
as EN Toads' journey. You've 
“They say snakes are ) 904 to shimmy up giant 
a Toad's worst ene- scaled serpents, known 


m les say bring as Karnaths, as they slip 
EIE ROS and slide over a prt full 
of spikes, to make your 
way upto the exit doors. 








Since there’e no time limit in thn Bnttiniceds mission, you cnn spend a bit ol time in Ibn 
first pil meslering enahe handling Jemp on the firs! Kornnih nnd Iry running aroend on 
its bech Climb np it when yon cnn. Don'l worry ahosl falling, there's nnthing here Ihat 
сап hurt yoe-ynil 











D 








oe т. В 


То gel ome eerpenl, jump When а snehe starts moving When the viper you 
up and lel |І pess below vertically, jemp on aad climb — elithers inio a hnle, lesi 
yon. up опіп nnother опе 








STAGE В 
POINT ^ POINT POINT E 


Hnld your poeitioe here nntil Ав thn mahe moves from When Ihe snahe hee circled 
the front end of yoer moun! righi Io left, yoe'll have 10 nnder the spihed ball nnd 
eppeere below, thnn jemp jemp quichly but cnntinesly starts going left, jemp пр 
ошо the eonhn. over thr З eplhed balls. onlo it 


















ім - | | 3E 
, ES t LN 
Lia dE ELE 
POINT POINT D 
From Point 8, wntch for Wnit for the eerpnnt'e heed The lineal reptile races by 
splhen cverheed when үйе lo risn np from nnder the msl Dog'i miss Ihe exit! 
lump Intt. өрікті бай, thea jump aver 






Ihr nbatacle 


Ж 











22 NINTENDO POWER 














STAGE C 


You'll heve 10 hop lo it to mel 
platforma la Ilme 10 resch tha first itnrnalh 


TOD 
POINT .- 
itold yoer poaition al Рот! А (righi nu 
tha edge of Ihn hinh In thn itnrenth) 
‘end jnmp 10 Polni 8 wheo the resi of 


tha snnha renchen it POINT © 


Wait al Poin! С плі! thn annkn pnra onder the 
splkna to thn right nnd comes hech Thon 
ahimmy np па tha hneat cllmha 


POINT Б 
fece left əl Polni 8 ao yoe дол"! fell 


inio the splhes. Then climh ep when 


peni starts 10 move epwaris iteng net əl Рпіпі 0 nntil yon run ое! of ssahe— 


then yoo'll drop nnin It bninw in aere 10 lal 
the snahe'a movement Ino accoenl when yos'ra 
jemping or Irying 10 hold your place 


POINT ^ 


From Роілі 2, climh the aerpeni till yos almoal 
reach the aplhea ahove. Jog ia place өті the tail 
comes aear and veer righi аа yon fall. 





Mehe a hig jemp here end hope yos have 
ime 10 calch the next reptile 


егет mecnm 
ШУД: Sry 
Hua 44; کل نہ د لدل دہ‎ 
رلاناد ددد را‎ 

чар‏ لہ له له د فرتم 


STAGE 


ы 


Wnit nl Polni E nnd jnmp al tha lasi possible 
nnennd nn ynn сіппг thn apliind ball hnlow Onen 
yon’vn pnssné it venr Inft. Аа sonn өз yon Ind, 
gel ready to jemp over mnre aplired bnila 
4 Heres Sa 
ab fab онук ы 
М لد لر‎ aj al ad ob ته‎ af 


м 
bé 
® 


Yon have In bn ready to mahe the Iranaitioa ol 
Polni F from thn Inft alde ol th 
right nida. Yon cnn only sstely reaci 


есткемымыны 
түт" 
BELE bk 
Ebtbbbb 


butte 


Rat 


4” 
f 
4 


t DLE bbibt EGEEBUELECECCUGE 
4 


LttEbbbE 


127411117171 
111417571 


ji BREE BEE 


Е 


ІЗГІ 11311171315 


Ё 


їй 


LLL шшш t 
BELELL LUE,” 
EELELELDL 


Ее n 
Е 
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| WHEN THE TOAPS REACHED THE ARCTIC CAVERNS, HOWEVER, 
I BEGAN TO GET SUS-ZERO REACINGS ON THE MONITOR. 


AHEM. AS L WAS SAVIVG rn THE ‘722026 
WERE ADVANCING STEADILY INTO THE 
ARK enced TERRITORY.’ IT SEEMED? 


e a 


Bree! THiS IM HAVIN’ A 
15 ACAOSTY BALL, MYSELF! 


а NY. 


“у өзе TIALS NAY HWE WANTED A TUNM, | | nsa! WAS M HIS NATURAL ELEMENT BUT ZIT Ein” 
EAT THEY GOT A LOOPS“ 


UH-RASH T PONT HANG SIX ANG 60 
22 ses P WHAT. I санг LOOK NOW, BUT WITH THE FLOW. 
, NZ аса»: - 
AN МАР, BA = = 
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“ури FEATHERED FREAK. | | SINCE тне таар’ GREATEST ENEMY 
онот YOL AGAIN. you RUINED | YOURE LEAVING OUT 1S THE SNAKE, T INTRODUCED YOR 
IMPORTANT DETAILS 4 | | TOAPS TO А FEW OF MY FAVORITE 
س‎ SERPENTS onl 
SISTI Um 





_{ Let's SCALE Y HE/S SLIPPERY BUT 
THESE SNAKES! VON^T LET HIM GET 
AWAY Í HE'S OUR 
CKET OUT OF 
HERE 7 


Rua HITE TE TO TRA AGAIN, 
FOALS! NOT THAT ITLL PO YOU 
oec ANY BOOP LT M _. 


S — | in 
WE bt SEE ABOUT THAT, TARR QUEEN! 
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“Things are heatin’ 
up for the Battle- 
toads?” 


Yet another mode of Toad transporta- 
tion must be mastered to make it 
through the Fire Zone alive: the Toad 
Plane! Flying over a gigantic cavern full 
of fire, the Toads have to maneuver 
between fluctuating Force Fields or 
face a fiery doom! 


A Up nntil this point, 

© thn Force Flelds проп 
nn yon nppronch. Stay to thn 
Inft ns Inng es possihi 


STAGE C 


In Stage C, a random storm of fire will assail you from the right. Stay to the left 
and move up and down to avoid the fireballs. 


STAGE E 


in spned renily рісһе np here. Lihn 
In thn Terbo Tunnni, refinxns nnd 
mnmnry nre thn nnly things that 
will gel yon throegh nlive (plus n 
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STAGE D 


IS you Gama naar. 


Rockets will randomly launch from the depths of the fire in Stage D. Stay to the n through 
left or middle and dart and weave to avoid them. 


112777 
SOFFOR FIEF ORAA 


ge through the top si 
back as leng as you can, and 
then go down. 
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The Elevator Shaft is indeed 
a challenging climb, and it 
will really test your jumping 
ability and timing. At least 
you don't need to ride an- 
other wacky vehicle in this 
level! 








DOUBLE JEOPARDY 


Stay on the lowest platform епі the Besser 
р ceto the middla ana aad bope 
le the upper platfarm. И здае 
to leap back dowa 


HOW TO DEFEAT 
ROBO-MANUS 


Robo-Manus starts out sluggish, but 
soon he'll whip out a machine gun and 
pepper you with lead. Hit him as much 
as possible at the beginning, because 
he'll speed up as you damage him. 
When he jumps up, move in to where 


RACE FOR LIFE SENSE || he'll land and hit him when he does! 


Whea gas апі eaergy prajectiles fire simuite- 
aaausly, that's your algaal ta heat В up to the 
next level. Get ready ta duck! 


TRIPLE THREAT! 


Eech of the three pletforma la geerded by a robot aentry. Time your 
jump ep and arceed tha edge ot the pletfarm eo you're ready to 
heat the robot aa aone aa yoo laed Hit "am quick aed bit ‘em Вагай! 
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@ Gargantua Ducts 


- dim uid us The only way into the Gargan- 


make like | tua is through а labyrinth of 
| plumbers and | deadly pipes. The Toads will 
clear out this | have to outrace giant gears, 
precision swim between dan- 
gerous spikes and battle frog- 
eating fish to make it through. “ee 


ни LL 


АТТ! © | 
oa *| 
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A. BUST THE ‘BOT 
Approuch the rehote (murhed oo the map by A) 
with cuutios, duching under thelr electric 
projectiles. Whee you're close, grah thers aed 
amuah them agulast the cellleg Ве cureful, 
sometimes the rohot'a poaitios la coscealud 


B. RUN TOAD, RUN! 
Those glant gaars area't just decorations, 
they're traps! The gears will гой after your 
Tead and will grind him unless you beat them 
to a certain point. 


Stand against the wall b! 
and the gear wil! drop ist 
tegrate. 


C. JUMP AND DODGE 


When yeu run eut ef runaing raam, wait half 2 
second and as the gear approaches, jump up. 
The gear will disappear whom И hits the wall. 


т - 


D. SWIM UP-STREAM 


To reach the eed of this geura ree, you'll 


have to hop up, aguisst the current. 


mar z 
R 


m. 
ШР |i 


E. HANG OUT 
At the ead of this geur'a ree, duck Into the 
ulcove uhove the fisal wull ued the gear will 
costinue onward and vasish 


AR the electric uuls 
twice to tuhe them 

ost. The move la tricky. 
You fave to awim | 
curetully аа you puech. 










G. LEAPIN' LIZARDS! 
To leap the splhed hurrier, gut aa cisae ta it ua 
possihle aod leup atrulght up, out of the wuter. 
Theu Jump uver the barrler. 


Н, I, J. RUN DEEP 
Try oot to hesitate ua you swim through this 
buzardoaa splke-filied ureu. The faster you 
awim, the leaa costect you'll тийи with the 
orunge hammerheud fiah 





K. A SHOCKING 
DISCOVERY 


Yep, there ure more electric егіз down below. 


Ра utways hest to uvold these critters 
whessver possible, ruther thuu fight. 


L. 1-UP, 
BUT MANY TO GO 


Swim sour the top of thia large chumber ta 
capture а 1-Up. You've atili got и long wuy to 
go, Toud, ued you'll seed itl 


The geurs are bach, 
hut this time you have 
to swim uwuy from 
them! There'a no time 
to loaa! 





N. LAY LOW 
Boch into the pit with 
aplhea usd the geur 
‘will puss you hy. It 
tahea a steudy hand to 
heep your frog off the 
deudly apihea. 


toyal ita fetter іп just. 
uvoid the first duch by 
Jumpleg over R. 


P. RUBBER 
DUCK DUO 


You'll have to do some fuocy jumpleg to uvold 
the ducha until hoth ure moving right. You cus 
thes uttach them from hehlad. Whue they ure 
temporarily atuooed, cruise hy fust. 


Q. JAWS, TOO! 
A pair of frog-eating aharks will attach here. 
Seut them huch with u hum-alzud fist. 


К. WHAT'S UP, 
DUCK? 


Hold the aherks ut hay [ES 


und ua a000 ua the 
Duch movea ost of the 
wuy, high-tall R up 
und puut him! 
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Pp 
HELLO THERE. TM SILAS VOLKMIRG, CHIEF 06- N | ONE олуг FAVORITE FARTS OF THE GAME iS 
SIGNER OF THE BATTLE TOAS. HOPE YOUVE EN ‘VOLKMIRE‘S INFERNO? LET'S REVIEW HOW 
JOYE? THE TORTURE I'VE PUT THOSE FREAKS THE TOAPS GOT THROUGH 7747 “HOTYAREA. 
THROUGH SO БАЕ. Пет 


NO PROBLEM / 
FOLLOW ME,’ 


ГНА, HA! NOW ATS TRUE HUMOR/ HERE TLL Re-\ | 
WING THIS THING AND WELL WATCH IT AGAIN ле 
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WHEN WE LEFT OFF, THE PTT ETATE. WERE 
MAKING SPLENDI? PROGRESS INTO THE INTRU- 
TRUPER EXCLUDER AN? SERVICE росто an 


НОР To m Zitz / 
CHEMICAL WEAPONS 
CN OU way ^ 


THATS ONE GEAR. Y 
т VON^T WANT TO 
GUM UP £ 





VOLUME 25 33 


The Dark Queen has sent Scuzz to 
blow up the Gargantua— with the 
Battletoads inside! You'll have to beat 
him to the 3 self-destruct Bombs 
through corridors that go straight to 
the core of the ship. 
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\ IT STARTS 
OUT EASY... 


Act ізгі eed wipe ost the sow femilier 
robots yos meet et the beglenieg of the 
stage. Get throagh quichly, 


" IT'S A RACE 
TO THE FINISH! 


You ceo't detest Scuzz—bet yos do 
have to best him is a rece to the 
bottom of the corridor. десе yos see 
Ыт, гое 


THE SELF 
DESTRUCT BOMB! 


If you make it to the bottom betore 

Scuzz, you'll be able to deactivate the 

Bomb with e swift hich. If Scezz beata E PEZ 
you-lt'e өй over, Toad H rege, 


Т = 





D. GAS ATTACK! 
Scroll dawn aa yau сап aea tha баяаег 
and watch its firing pattern When yoa 

п apening, go to the foarth platform. 


Е. FREE-FALLING 
FROGS! 


Аз yoa fall throagh thia area, press Right 
ta avold tha Sectlan Valve, then Left ta 
аз. The гасе baginal 


F. SPEED PAST 
THE SPIGOT 


Yau won't have time ta study the psttern 
of tha Snat баа hare- упа'ув got a rece 
to win! Get thraegh et top speed! 





THE GAS, TOAD 
Spurta of polson gea сіохе the way «t 
thia paint. Don't walt toa iong to find sn 
opening, hecsuse Scuzz is right hehind 










4 ^ { 


ШЕ: 


4111 
- " 


















GENERAL 
SLAUGHTER 


After you've kicked the 
third Bomb, Slaughter 
has to fight. Avoid him by 
jumping and hit him 
when hís back is turned 


















“Gen Slaeghtar moves taater and 
taater аз comhet continue Hit end 
hop antil he dropal 
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It's another race against doom through the corri- 
dors of the Gargantua, this time dragged behind 

-speed unicycles known as the Clinger 
Wingers. They go any which way but loose with a 
hypnotic energy orb in hot pursuit. Time's up if it 


the high 
catches you! 


ا 


t then we 


cry vehicle 
saw the Clinger Wing- 


ght we had 


c 
NR 
EC EN. 
Gun EM Ñ 


+ 
[En TS crc cmi Da Rr Таз сё 


— “А ы 
“You’ve gotta be kid- 
ding! I thou; 
raced on eve 
possible! Bu 

^ 


ers.. 
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MAKE TRACKS, TOAD! 


You begin the race with a slight head-start on the hypno energy orb, 
and you have to keep that lead until the end. The Clinger Winger cycles 
are slightly f 
faster than the 
orb around 
corners, so you 














When you reach the end of | P cuf 
the lina, you'll have to fight ^. 
the hypno orb. It's touch is 
deadly unless you hit it with 
your fist. Punch the Orb 
repeatedly and don't let up Ё 
for a minute. Try to get it 
against the edge of the 
screen to really tag it. If you 
pick it up and toss it, be sure 
to get out from under it as it 
falls. If you're persistent, 
you'll win. 

































FO 
Do 


Per 


NS 


2 
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As you circle and climb the cylindrical tower, the 
view will stay on your Toad and the Tower's fea- 
tures will rotate in and out of sight. This effect 
gives the entire stage a three dimensional feel, 
and makes the game play deadly! 





CREATURES 
Tha Cloud Crooturen attack in o BIG APP ETITE= 
‘spirniling pettero. Stay In the = BIG TROUBLE! 
tte Heed te er ‚А pe ei овие ie 


ЕШ N thleg-frog'n legni Atinch him oely when hin 
Ж | be t | - mouth le cloned or he'll gohhle you up. 


PUT A SPRING 
IN YOUR HOP 4 
Теке your timo when you reach the STICKY SITUATION 


nprleg pletformn. Mnkleg ae eccurnte 1, Watch it when you Jump up otf of this pletlorm. 
вер cen he tricky when the npringe LL A Spiked Sell orbite thin level of the Tower nt 
nre giving you en extrn hooet, nuper high epeed! 


KEEP ON 
SEARCH OUT = ; 
THE STEPS god HOPPIN 


‘An you run oround the Tower, the Some platforms will elek If you ntnnd 09 them. 
other nide will ncroli Into view. If you 
doe't sae etepe leading up, circle the 
Tower uetil you find them, 


ny. 


жата 


1 FORECAST: 
FLAG POLE ТЕ CLOUDY 
h 


THE 
Dodge Ноге! until you hnve e 5 а This time, a Crimnon Cloud Creatura etfecke with 
chon get close end punt Мт otf pM. 8 bubhle of polnon gne. Just try to get pnnt him 
the Tower. With th clenr, Jump TT fost-the ecraen will ncroll upwnrds evee If you 
up, greh the Flag Pole nnd rip it off haven't detested the moester. 
the well. ГИ 
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RACE THE WIND 


The storm is egoin deadly, snd your only cheoce to 
out live h is to out rece h. You cen do iti 


LOADED THRILLS 


The Indepeedently orhhing pistforms ere the spring 
loaded vsrlety. Timing is extrs difficuh here, hocause 
you hsve to jump squsrely on the plstform 


EU ИИИ m " 
naii р 
wn "T€ 

rm a 


ыт) D 


ORBITING 
PLATFORMS 


To add to the chsllesge, st this point the platforms 1 


Indepesdestly circle the Tower. Timing Is essential 
to using these pletforms Jump up when the 
moving pietform Is almost overhead. 


RED STORM 
DESCENDING 


Avold the two Crimson Cloud Creatures hy foliawing 
them evoued the tower They will drop polson 
huhhles on you, so wstch out. You сеп mehe It 
psst them without н it you = 


FOLLOW THE LEADER 
To hast avoid the single Crimson Cloud Cresture 
hore, follow It sround the Tower When you hsve sn 
opening, high-taii It higher! 


WAIT OUT THE STORM 


bans 
ie 


When the big red heed shows 

up on the side of the screee, 

leap for s (өр pole snd hold on 
p tight. He'll huff end puff, hut 

won't Шом you dowe unless 

you try to move Gece he's 

gons, continue. 

T 


HUFF AND PUFF, RED HEAD 


Mehe for the flagpoie and hold оо es the hig red heed blows at 
you When К stops huffieg, drop down end veer to the lower 
spriog pistform. If you try for the closer oes you won't mehe Н. 


JUMP AND JUMP AGAIN 
At this point In your sscont up the Tower, you will encounter four 
sppesring/diseppserieg platforms, one shovs the other As soon ss 
you jump on the first one, jump strsight up ss fest ss possihle. 


JUMP HIGH AND CARRY 
A BIG STICK 


The flag pole ie your only chence to continue opwsrds Jump up, 
grsh tt sed then veuh up to the sexî plstform, esther then 
dropping down The stick will come In hendy. 
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I HOPED THE BATT-EJERKS 1 THIS 16 THE GARGANTUA MOTHERSHIP-- THE LARGEST, MOST Y 
WOUL? MAKE IT TO THE GARGAN | HEAVILY ARMED STARSHIP EVER BUILT. АМР THE BEST THING 
72/4, SO MY HEAVY AIT TARS, Р ABOUT IT IS ITS PRICE - AEE, BECAUSE Т STOLE IT. 


A 
_ Сой? GET A WOR - 





BUT І UIGRESS. "YAS EVEN SOCALLEO SUPERHEROES САМ 
IT WAS AMUSING GET CALIENTE UP IN THE RAT RACE 7% 


TRYING TO GET WHERE'S THAT TOAD- 
THROUGH THE © Мчшкы^ TME BME 
SHIP, THE PROFESSOR 
TOLI US ABOUT? 


b THE GUBELEHEAP -FAAPS GOT LOST IN 7m GOWELS| | NOW, WELL LEAVE THAT Mess 70 
22971827 TSEV Clo NEVER ВИЛИ? NE T А4 HA 247% SEE (Erme MOPE ПОЛИВ NEW HERE. 


"I 
FOLLOW THE ARROWS! WOW: T HAVE TO 
TO 


FONTS FOR WATCH THAT AGAIN / 
ANY THING 
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YOURE DOOMED, ZARK QUEEN THE V 
TOAVS ARE ON THEIR WAY UP OUR 
TOWER, AN? THEY AREN'T IN A GODT 

МООР. IN БАСТ e 

м 


GLAD you cour ЩЩ WE'RE READY 


3] 1 + J 
MAKE IT TO THE то RUMBLE: 
Eme Party” ^ хы 
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It's a little too early to tell how successful the Battletoads will be (both 
in their mission and in their popularity) but they have some big plans! A 
possible NES sequel, a Super NES game and an arcade game are just 
a few of the things in the works! With the variety of game play tasks 
and the super challenge level in their first game, the Battletoads are 
sure to continue breaking new video game ground. 
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The Super Nintendo 
ment System is on tha wa 
stores this Fall, and it is wo 
wait. What can you expect 

this new 18 bit machine? How hot 
is it? This articla will answar some 
of your quastions, but others can’t 
be answered until you actually sea, 
hear and play the Super NES™ in 
person. For example, static photo- 
graphs cannot reveel the impres- 
sion of dapth that is given by mul- 
tiple scrolling backgrounds. They 
say thet seeing is believing, and 
with the Super NES thet old adage 
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[ ed in Japan at Nintendo 
Company Ltd. The idea was to make 
a system that allows more realistic 
games and greater player involve- 
ment. That meant the system would 
have to handle ultra-sophisticated 
graphics and sound. The task fell to 
the 16-bit Central Processing Unit 
(CPU) which contains 128K RAM 
and 64K Video RAM for faster pro- 
cessing of game and graphic data. 
There is an additional 8-bit APU, or 
Audio Processing Unit to handle the 











digital, CD quality sound. 

The Japanese version of the Sup- 
er NES (called the Super Famicom) 
has been out for almost a year now. 
The U.S. version is very similar to its 
Japanese counterpart, but there are 
some important chenges and 
improvements. 

Lance Barr began designing the 
exterior housing of the Super NES 
in July of 1990 at Nintendo's Red- 
mond, Washington headquarters. 
At that time, Lance was given free 
reign to try out new ideas. “1 was 
working on blue-sky designs,” he 










said. “With video game systems 
there really aren't any expectations. 
yet of what they should look like, 
so design considerations are 
pretty open. Most people are more 
concerned with the software that's 
available for the system." But he 
did have one directive from tha 
brass at NOA. “They wanted apro- 
duct that didn't look like а toy,” 


Lance explained. The reason for. 


that is the insides of the Super 
NES are anything but toyish. The 
sleek and sophisticated exterior 
had to fit the image of the complex 


ture should visually rep ^ 
function or give some clue asto its 
use or importance. For instance, 
from anearly age people learn that 
sharp objects are dangerous to 
touch, whereas rounded objects 
are considered safe and invite 
touching. With that in mind, Lance 
designed the top-load bay in the 
Super NES with classical curving 


И 






The Super NES Costrollers ere curved to fit comfor- 
tably in your saeds while giving you good eccussl- 
bility to the buttons, Including four oew buttoos: 
the X ood ¥ бийоев ond o Left sed Right Guttos 
оп either side of the Controller. The А, 8, Select, 
Start ood cross costroller are the same ss 09 the 
original NES. 
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lines indicating that here is an 
area with which you can inter- 
act. There was a second consid- 
eration for making the curved 
loading bay—people don't place 
glasses of soda or bowls of cereal 
on curved surfaces. Spills are one 
of the chief service problems for 
the NES. For the same reason, 
Lance put the ventilator grill on the 
back of the Super NES rather than 
on top. He also made the bottom 
of the unit flat so it can be stacked 
with other components, for in- 
stance the CD ROM unit currently 
being developed jointly by Nin- 
tendo and Sony. 

Even the Controllers were 
improved from the Japanese ver- 
sion. One of the problems people 
have found with the Japanese 
controllers is that they can't differ- 
entiate between the four control 
buttons. Althoughthe Super Fami- 
com buttons were color coded, 
Lanca noted that few people took 
the time to look down at the con- 
troller while playing games. The 
sense of touch was more impor- 
tant, so he changed the rounded 
shape of the X and Y buttons to a 
hollow, dish shape like the buttons 
on the original NES Controllers. 
Attention to details like this really 
payoff for the player. 


The Curves 


LE AL Scr Ae 


Tha Soper NES as 
іні you сап tell thom 

‘touch alone, That 
your oyes afl the 


lor a ает. 
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Evolution Of The 


Super NES 


Some of Lance's early designs would have required a much differ- 
ent printed circuit board and radically altered Game Paks. The super 
thin-line version gave way to the necessity of having a top-loading 
Game Pak. Later "crank" versions with a crank lever mechanism to 
load and unload Game Paks also were rejected. "We wanted 


something that was 
simpleto use," Lance 
explained. 


Although graphics aren't the only 
consideration when comparing 
games or game systems, they are 
the most glamorous aspect of 
video games. Graphics fire the 
imagination and allow youto roam 
alternate universes. 

The first and most obvious 
aspect of graphics is resolution. 
Resolution is determined by the 
number of pixels thet can appear 
on the screen at one time. A great- 
er number of pixels translates into 
higher resolution pictures. In the 
case of the Super NES, the resolu- 


tion is a very impressive 512x448. ` 


That's almost.twice the resolution 


of most other 16 bit systems. In · 


addition, the Super NES can be 
connected to RGB monitors or 
Super VHS TVs using special ca- 
bles for the best possible pictures. 

Pixels are tha building blocks of 
images because each can be a dif- 
ferent color. A larger color pelette 


allows more variety for shading 


Super Gra 





aphics 


and toning images, and that 
means more realistic and detailed 
game images. With 32,768 colors 
to choose from, the Super NES 
reproduces more colors than most 
people can distinguish. Actually, 
this system can do even more 
impressive stunts with color, such 
as Color Layering which allows 
objects to appear ghost-like while 
moving across a multi-colored 
background. 


RESOLUTION 


Ө; 
рез 
ә 





It's not anough anymore just to have 
asharp imaga appear on the screen. 
To be interactive an image must 
appear to behave in whatever man- 
nar makas sense to its context. For 
instanca, a car racing away from 
you must shrink. This is called "scal- 
ing”. Tha Super NES is abla tozoom 
in and out on objects, allowing for 
such intensely real activities as tha 
sky diving sequance in Pilotwings. 

Movemant against a background 
is standard for almost all video 
games, but the Super NES handles 
four backgrounds all scrolling at dif- 
farent speeds. The result is a real 


ROTATION 








MOVING CHARACTERS 





feeling of depth, especially whenone 
or more ofthe backgrounds are used 
as foregrounds, seemingly placing 
yourcharacterinthemiddladistance. 

Rotatingobjects and backgrounds 
are other impressive graphic fea- 
tures of the Super NES. Not only 
can you scan 360 degrees of hori- 
zon in games lika Pilotwings, you 
can also look down at the ground 
whila turning a complete circle. Of 
course, whila you're turning, the 
scaling feature also increases the 
size of everything below you. It's 
important to remember that these 
features can all come into play 


simultaneously. 

Last, but certainly not least, are 
the Moving Objects or Sprites. On 
the Super NES you may find as 
many as 128 Moving Objects on 
tha screen at one tima! Super NES 
Sprites can be composed of 128x 
128 characters. In comparison, Su- 
per Mario for the NES is 8x8 char- 
acters. Wa'retalkingbig bosses here! 


° Super ` 
TES uS 


Video gama sound has lagged 
behind graphics from the start. In 
large part that has been due to tha 
limitations of earliar systams. No 
more with the Super NES. it can 
reproduca the same digital stereo 
signals used in CDs with all the 
tonality and richnass that you 
would expect це a recording of 


SUPER CONNECTIONS 





Patching the Super NES through your home sterou 
results in a аем game playing uxperience called 
AWESOME! 


your favorite musical group. This 
also means that actual voices can 
be reproduced. Real voicas! Imag- 
ina a Batmen gama in which 


“сіпата scanas don’t have sub- 


titles but the actual voices of Jack 
Nicholson and Michaal Kaatonl 
With the Super NES that sort of 
realism is possibla. The revolution 
in sound extands to sound effacts 
as well. To appreciata tha sym- 
phonic richness of tha Super NES 
you'll hava to patch tha A/V cables 
through your stereo or stereo TV. 
And tha future sounds even brigh- 
ter. Already Nintendo is planning 
to utilize Q-Sound, the syntha- 
sized surround sound systam. 


The next issue will cover tho Super Games 
for this radical new system. 
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CHECK OUT 


THIS ISSUE'S 
PLAYER'S POLL 
FOR A CHANCE TO WIN 
MY GOLF CART! 















FORGET KOOPA CRUNCHING AND VIRUS 
VANISHING! IT'S TIME TO TAKE TO 
THE LINKS WITH MARIO! 


Now that Mario has mastered medicine, it's only fitting that he 
should taka up one of the most favored sports of those in the 
medical profession, golf! Don't think for a second that the links 
are any less of a battlefield than the Mushroom Kingdom. 
There's some stiff competition in this high-stakes, three-course 
pro circuit and Mario's goal is to win a cool million! 
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IT'S ATTENTION TO DETAIL THAT MAKES THE GAME 


- PLENTY OF OPTION ANGLE ON THE ACTION 


Mario's game of golf is definitely 
daluxe. There are more features in 
this video version of the sport than 
any other golf game for the NES. 


There's match play, stroke play, 
single hole challenges and even a ^ 
practica mode whare you can try b 
each hole befora competing. Then, | 
when you're ready for the tourney, 
you can take on a field of five sea- 8 
soned pros. 
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Several views of the coursa help 
you decide exactly how to tackle 
each hole. First you can scan the 


holes from overhead. Next you can 


check out the greens for pin place- 
ment and slopes Then, when 
you're raady to tee off, you'll see 
the swing from a behind-the-back 
view. And, when the ball lands, 
you'll have your eye on axactly how 
it lies. 





i * 
4 * 





r men 


| mE Ц Ы а 

Р NES OPEN Tournament Goll 
a wis ME е4 = p П < 

( ur | ыды i - At | / |ALWAYSSTUDY THE COURSEAND PLOT MY STRAT- 

| COM ») =a H (Ob EGY BEFORE! TEE OFF! GOLF IS A GAME OF INCHESI 


Mario's motto for everything that he sets out to 
accomplish is “be prepared.” You can follow 
through on that motto by setting the game for the 
best conditions before you take a whack at the 
tournament prize. Know all of the available 


options and use them to get ready for the com- 
petition that awaits. 


REGISTER YOUR NAME | CHOOSE YOUR CLUBS 


Personaliza your gama by re- Fill your bag with as mssy aa || pa Н you alwaye like to hit tha 
glatering your sama ia plans 14 cluba from а | hall with а certala 


а at 
of Mario’ lll be to | wedges, woods sa | Y or swing spi 


уо 
watch your gaad to have а wida veriaty maha it so that aach strol 
for different coaditians. E | || Is паї for your custom awla 





TOURNAMENT ROSTER 

Таһа а laoh at how you and Assess your wisalags by |Н | Change tha aames of your 

your competitore have per- payiag a visit to the course mpe | 

format la tha past and sea It accountant titors sa the toursamant | 
Improve your own goal 

gama after aaveral rouads. mlllloa 








Tha tralalag mode allows you View replays ot your flaa st gall- 
to preview say of tha halsa omaats with this ualqua 
па tha threa tournament re You сап relive 
tourets aad to practice | hale-In-caa, birdla, ва! 
before competiag. the accasiaaal. 














my if you're aiming for par, you should get onto the green in two 
strokes under par and then two-putt the green. The best way 
| to do that is to follow the fairway and try for a good green 

| position. There are, of course, other possible lies. 


Every tima you reach a greza, the pla TN 


will ha la a аем placa That'll forca you 
10 approach tha nama holes with a 
slightly difsrast stretagy aach tima 







pall out your wedga 
ball's not hariad. 





M you gat naught behind a fir, you'll 
| have to chip arousd 
7 you work onward to 





Тай grass will taha a lat of 
distaace ош of your swlag 
Таһа a laah at just how баар 4 
tha lla is Thea choose a club | 
that will dig tha hall aut and 
звай it salllag. 








matter how it Is layout out. 


о M 
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While the prize money isn't real, the thrill of win- 
ning is. Your goal is to reach the one million dollar 
mark in as few rounds as possible. You can earn 
prize money by making your way up the renks in 
stroke play or by going head-to-head with another 
golfer in match play. 





( FOLLOW MARIOS WINNING STRATEGIES \ 
FOR VICTORY ON THE LINKS! 


| WATCH THE WIND ACCURACY COUNTS 


Gusts of nine miles per hour ara. As you're coming In contact with 
not uncommon. Fay сісзе 


attention to the wind and swing 
low to inssen ile affect or change 


‘the ball, you can hook, slice or 
hit а straight shot. Swing back all 
the way, hit it fead-on and you'lt 


your stroke te compensate far It. score а super shot, 


swing. It's easier іс 
be accurate with a 
slow swing, but 





рот t expect to walk away with any cash unless you're a 
| well-practiced player. The leader board is chock full of 


pros who never make mistakes. If you can make it near 
о 
2. 


the top, you'll be rewarded with a six-digit 











3 їтн OENISE 
BUM = 





Winning in match play is much more immediate than 
stroke play. It’s you egainst just one computer-controlled 
golfer. Your ultimate score doesn't matter as much as 
whether or not you win each hole. The win- 
ner of the most holes wins the metch. 








One important feature of match play allows you to bet on 
your performance against that of your opponent. You'll 
start on the first hole of e given course with a bet of 
$500 and work up to as much as $3,500 














you'll hit it farther 







SEE THE PLAYER'S POLL 
CONTEST ON PAGES 82- 
83 TO SEE NOW YOU CAN 
WIN THE ULTIMATE NES 
OPEN PRIZE! 


iw 2w зм 4W 
| SLOW 234Y 216Y 207Y. 
|MED. 260Ү 240Y 230Y; 


ГӘР COUPS 


The table below illustrates maximum shooting distance for | 
each club and swing speed in a good lie. If you're in the 
rough or the sand, or if the wind is very strong, you'll have 
to compensate for the conditions. Practice makes perfect! 


4 21 Ai 
|198Ү 189Y 180Y 171Y 162Y 














Y 264Y 253Ү 





220Y 210Y'200Y 190Y 180Y| 
LLL | 




















5I 


ler | 














71 I | ӨТ | PW | SW | PT 

















| [stow 153Y 144Y 135Y "os; 1 171, 108Ү 99Ү 29Ү 








NINTENDO POWER 





+ 
е % 
Ж 
A 
$ 
* 
oe 
..Х 
% 
ж 
d 
* 
Ж 
| 
Z 


МУЗУ” 


While it is considered 
the best for beginners, 
the U.S. Course is not 
without its tough spots. 
Hole 12, for example, 
is the longest in the 
circuit. 


HOLE 2564-1 





Make a more accurate tee shot than the 
computer-controlled pros and you'll earn 
bonus bucks on a few special holes. 





The bunkers = 
are so expan- 
sive in the 
Japan Course, 
you might 
expect to see 
camels graz- 
ing in the 
rough. Beware 
ofthe sands of 
Holes 12 and 
14. 
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Water hazards prove to be the big- | 
gest obstacles of the U.K. Course. 418 
Hole 6 is especially treacherous | yds 
with a tee shot over the largest lake 
in the circuit. 


you hit a Super Shot off the tee · 
this contest, there's a good 
ance that you'll out-drive the 


hers. A winning shot will give 
ju the opportunity to choose 
е of three mystery purses. 
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This month's feature coverage runs the gamut 
from suspense-filled adventure on the ocean floor to com- 
bat action behind enemy lines to hot R.C. competition on 24 
tac-taming tracks. Check them out, then see Eom 5 Soon 
for a look at what's ahead D Game Boy. . . = 


THE HUNT 
FOR 
RED 
OCTOBER 


FORTIFIED 
ZONE 


VOLUME 48 a 


Ready your Gama Link Cable. Tha 
ultimate two-player battle is about to 
bagin! The Hunt For Red October || 
from Hi Tech Expressions is a rousing ji 
chasa between a renagade Soviet ||: 
Submarina Captain, attempting to || 
defect with a top secret vessel, and || 
the Commander of the Soviet Atlan- | 
tic Fleet who must stop the boat || 
before it gets into U.S. hands. The 
book was a bestseller. The movie was 

a blockbuster. Now, the Game Boy 
adventure begins and, once again, 
the hunt is on! 


en 
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l Marko Ramius has wl А 
coursa through many treacherous sec- 
| tions of tha Atlantic Ocean. His intentionis 

to keep the Soviet Flaet from following. If 
OTE ~ they persist, he can use the Cavitation | 
ELT ure Drive and silantly disappear from thair o 


Sonar. 








Each Alreraft Carrier houses three to four Jets The main affenae lor The Soviet Ficel employs a Hydrofalls are weokes than 
Hellcapters which move very qaickly and fire into tha Destroyers are Homing preat number of Alpha Class the sturdy Destroyers, but 
water. Tha Carriers thamselvea are aot armed and Missitas. They саа озо drop Attack Sebs. They are each unl con ad easily avoid 
canaat ha hermnd Бу the Red October. Chorgen and Sonor Ввоуз, armed with Torpedoes. 


a THE ATLANTIC SEASCAPE 


Since Ramius chose the most dangerous route, you can axpect plenty of sharp edges, daep 
canyons and blind alleys. 




















With halp from Submarina Spe- 
cialist Jack Ryan, tha U.S. Forces have 
determinad that Ramius plans to defact. 


In order to assist him and bring the Red b ^ Tho Red October is 
October safely to an American Harbor, Ыы cla m qae = 

lal ickup, | ihres Homini k |. 
they have planted several powerful e ا‎ 6 Slee, With each Mis | 
Pickups along Ramius' route. This is the the Red Gctober to sile Pickup, Ramius. 


ill i | its full operational capacity, no matter сап earn three more Missiles. Thay are 
only way that they will intervena. ger gl em an 


If fismies finds 


pr i Ee e Each Cavitation Brive қ B you're playing the || 


Г Pickup gives the Red 0 рап of Ramlus, 
ea October enough pow you'll start with 
Nsey, he may er te activate the | k threo chances із 











Magneto Hydrody- H pilot the Red 
еді шірік t М | namic Propulsion System and run silently | | October to victory. Collect Heart 
жыйн | © | for about eleven seconds. Pickups and yeu’ earn more chances. 





freedom. 
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As the leader of the Soviet Atlantic Fleet, you are in con- 
| trol of e huga offensive force. You'll begin with 35 craft 
and slowly build as the Red October approaches the 
United States. 


NAIL ООК 


SINK THE RED OCTOBER | [2] SPARE NO EXPENSE 


Your objective is to do whatever you can to stop the | Use the entire fleet if you must. The Red October is 
Red October frorn reaching the States. much too important to let it get away. 












дА А 2494444 РА Ei 7] 


ATTACK WITH ALPHAS PLAY POSSUM GUARD PICKUPS 


Aha Glass Suba ore axpendable When you huvua Since yoe can control enly one craft at u time Pickups are too valuable to the Bed October for 
chance, rem Ramlus directly Yoe'll leae the Sub, but Romlus ta Ignore. sure that you lecate all 


and since uncontrollud craft are stationary, yor 
‘you'll also kuoch out approximataly one third of hiu may surprisu the other pluyer by staying still of thu Pickups along the route and plan yoer 
defense so that they'll be difficult to collect 


ап! the last moment Then attack! 


PRACTICE AIR COMBAT 


Aerial attacks from Aircraft Carriers c can п he qa quito 
effective if the Red October Is near the surface 
The Helicopters and Jets ага very quick, so yau'il 
need practice to master their moves 





WATCH YOUR ENEMY 


Keep track of the Red October hy dropping plenty 


of Sonar Ruoys aud by watching the arrow which 
pointa toward the Sub's position when you're 
temporerdy not controlling any of your craft. 
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If Ramiua successtuly negotiates the waters 
avd eludes your forces, yae'll experience 
defeat. По all yoe can te avoid this aceoario. 


KNOW YOUR FLEET 


Study the maps of the st 
that you know the start 
of yoer craft That knowledge will greatly 

assist you In planniug an attack on the Seh 


5 and make sure 





TIME YOUR ATTACKS 


USE THE TERRAIN 


There ere several very narrow passages In 
sume stages Use this tc your advantage hy 


umaasing yoer fleet 
the Red October mesi 


а where you kuew 





ita very Important to attack unly whun It will 
damage the Red October the most. Н, for Instance: 
the Red October is about to collect a Rapalr Pickep 
wait for the repulr. Then nall ті 


"i 
As Marko Ramius, a well re id Soviel 
control the Red October. E mi: 
Sub to safety and seek asylum іп the L 


PER RATIONAL , ORDER 
f VII І ECT NO ASSI sm: 
You" e e hh os Ы: the United States is providing you with 


of the entire Soviet Fleet are upon voit d careful! | Pickups, they will give you no Jeter assistance, It's 
| you ай ча pag 


SEE ANO OESTROY AIM FOR THE ALPHAS CONSERVE MISSILES 


Doteat mamhere of the Sovlot Незі aa 3000 Alpha Sube will try to gat hehind tha Red Octobe: Sinca germ Missiles am somatimes hard to 
H they do, turn around quickly and hit them with 
Torpedoes You can't afford to waste Homing 
Missiles on every Alpha that comea along 


THE ENO OF THE LINE 


Pichupa am too valuable to pa: W you am playing a one-player дете, you will lace 
thelr positione by watching thi Г] ч > а computer-controllod fleet will come 
оп the Sensor Scmon. Then maho your way across a huge obstacle at the end of oach stage 
ach and collect them. à Tho glant mina at the ond of Stago One can be 
po А damaged only In the four Cannons which point dla- 
gonally Avoid the Missiles which come out of the 
Sulhs and alm fer the 


ET 
If you lose all ot your boats, you will be 07 —] Cannons with Torpedoea 
greeted hy defeat. Don’t let this happen to you! - 4 


FIRE THROUGH CRACKS _ 


Your mesi aarlausiy damaging epponanta am 
the surface craft. Avoid thelr oftenses hy 
going under natural ahstacles, or hy 

the Cavitation Briva when you'm In 
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FABER RES na 


THE RED OCTOBER - 





serva ал а good iraislog grovod. | Watch for two 
very shallow passagen toward the and. 


Tho going gets tough poe 3 
off the east coast of Greenland. 
They say that mest of оп iceberg is underwater j 
and you wilt he able to attest tn that ance you've 7 
come across some of these giants of the deep. 


STAGE THREE 
Now that you are 


south of Greenland, the terrain is 

‘open. if you're piloting the Red 
October, you're going to want to stay very deep to 
avoid trouble brewing on the surface. 










hore for more than just decora- 
Чоп aa wi be evident by the sunken ships 
‘on the ocean floor Other commanders have tried to 
зай these waters before, with disastrous results. 


STAGE FIVE 


gassibly discovered the lost ruins. 
of Atlantis, The only way that you'll he 
able to tell anyone of your find, though, is by 
surviving the trip through this dangerous location. 

















Most of the раз: А 
sages of this deep sea section are |” 
very oarrow Take your time In getting 
through them and, if you're Captain Ramius, make — | 
sure to collect all of the Pickups near the end. , 





This area af the 

South Atlantic looks like 

‘the underwater equivalent of the Grand 

Canyon. You should be able to move along fairly 
quickly la these wide open spaces. 





extremely | 
tothe Fia Coat a very си ile P^ 
‘Steering around the oil rigging end hope thet your E 


opponent runs ngmend! Good lack! 
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ст 1 ене”. T NEC TT 
Captain Ramius is very sly. He has chosen a route that will be difficult for the 
tiate. Of course, Ramius will have to face the same dangers. Whather you 
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Jaleco’s Fortified Zone brings the 
world of secret agents and hero- 
ics to your Game Boy! In the dark 
of night, two black gliders silently | 
' float to the Earth, landing by а 
haavily fortified enemy strong- 
hold. The glidars are thrown 
aside to reveal a commando 
squad. Their mission: covertly 
infiltrate the enamy base, find | 
their way to the dungeon far 

1 below, and destroy it, collapsing 
tha entire fortress! 


d 


Special Weapons 
k PP oll he spacia! wengens and Power-Ups за In 
This game from Jaleco is best played with a friend--taam up to move [f u aus ыш 
„ swiftly through the maze. Or, split up, with each player racing to find tha) ч Теке Vas Жы de | 
most Power-Ups and reach the maze's end. Each agent's unique skills А ‚м © Long Shot E 
are helpful in diffarent areas. - Әкім your regular | 
E ET II TIT 





, in the two-player mode, split sp and - Y E 1 Кочо Up 
scout oat differant sections of the maze, Pee d 

. Eech player's screen shows tha oom | = 1 » a 
where his/her character is located. Hit - — CET 

Же Select 8i for the Overview Map 


[2^ fe ch гіпеге location and all 1 do x > 
4 А Plamathrewer—fer 
) pem explored rooms. - А - Ы жіне "fire" power! 


Death, while it may be certal 

Is not necessarily finsl. Shoald 

tha nemerous eni Jo the 

maze prove too h for one 

agent, the other pisyer can 

bsck Into the 

One AA heen Explore the maze in 
evel ed by the — seerch of a first old 
enemy, bet the other De 
Js still sii id m kit, asing the Selact 
fighting strongl 4 Screen. Suecess! 





© 1991 KK. DCE Joleco Ltd 
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Steal cautiously from room to room es you scout out 
the dengers of this first stage. Keep your finger ort 
end be ready for trouble. Explore 
thoroughly—Power and Life-Ups сап be discovered 
ell over. Pick up everythings especially those ЦУ 


the “trigger” 


first etd ill 


DEPT 


The second stage looks much the 
same as the first. The enemies ara a 
bit tougher though, and move a little 
quicker. The enemy is everywhere—be 
carefull Search every room in this 
labyrinth for all the special items, and 
destroy all the enemies for extre first kl 


eid кїз. “ы „^ 





Whee con- 
fronted with 
Spikes in tha 
foots or short 
"wells, Mizakl 
laughs and 
leaps easily over thasa small сізќасіаз, while 
Maasta must walk arouad tham to meat her 


skilled 
вроді. Iry T 
taklag them ош again agale, ss they 
often Isave behind preciosas first eld kits. 





Acontrontatioa! You face off with a 
giant platform of cannons. Dadga 
tha karraga of bullets, a 





victory! Look—s key! What could It be 











Mizuki Isn't a5 
utong as Masato, 
but she |8 quick 
and agie-perfect. 


for poison marshes | 


pa this! Usa the A 


Collect and save all 
tha first aid kits 


you cas, and maka 


‘sure you find all 
the Life Ups! Each 
Ше-йр adds 008 


CAME ‘FEATURE 











|, зай surpriasi-You're ізсізр off with ea 


firing s naaty cannos Watch out for the 











р! 
the floor al unwary 
heroes. Walt tor 
tham to sink back 
Inte the floor, then 
quickly гип across 
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Stage Three, although similar to 
stages One and Two, introduces 
several new twists. Stairs in cer- > 
tain rooms lead to other floors, 
and creatures appear that have 
a bizarre affact on the move- 
ments of our heroes. Some 
rooms are dark, containing 
unseen and definitely unplaas- 
ant hazards, Others have floors 
that move under your feet! 
Watch out, be cautious, and 
walk carefully! 


б 


Ob арса darki | 

























ress is slow In Bn cnreful around 
bility, find the ҮІ foom-th floor hats Ике this—each 
control panel on the wall Cantinnsty makn your moves rapidly nndêr- | hullat hit takes fonr 
way over nnd blast awny until light is restored! Tiath your fent. e- ‘sections off your 


precious lifn Stand 
abovn orto thalr sida 
für a "safe" apnt and 


"termination nnd pe F 
sistence will gst yon 
‘through, but watch 

‘out for the batst 














Miznk! Is at hnme in these rooms, whlin 
Masato finds the path treachnrons—uen 
‘Mizuki's jumping talnnts to nngotiate thn 
moving floor and lenp oftortlessly over the 
pnison marsh to relative safety! All It takes Is 
a stendy hand on thn buttons. 








dangnrnusl Тпке 
care na your 
nttack—dndge this 
'CInstacenn 5 fira 
fn win an nssnatial 




















What's going on? 
ater reversed к 
DE of Masato an 











This ronm Is tough tn clent—mnre and mnre 
mnnstara knap appnnring to nttack youl 

Movn conatantiy, and take thnm nut nnn nt 
n timn nntll yon beat tham nll. Аа n reward 
for ynnr vallant effort, yon get grnnndesi 
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AEECHL FEATURE, 

























| d arrive at thnir Largnti Warily, 
кышны een du FlOOr 7-- занотон ma is нышан 
geonl This labyrinth meanders within reach- 3 J з 

and twists all over the place, euh 
with new, even tougher enemies Муш! 
every step of the way. Many 

rooms are shrouded in dark- 

ness, concealing their hidden 
traps—remember to use caution 
in feeling your way toward the 
control panel. Clear every 
room-you'll need alt the special 
items you can find! 


Watch ont for 
thla robnt'a mis- 
siles-they do! 

major ta magn to 
svon the most 

hardy of agents. 
‘Stand le one of 
‘thn top corners nnd fire rapidly ns hn sppranch 





Mizuki works. 
great hore- 
when she first 



















ters th: This room is dark, hut 
En anal Bllin bombs Пу nt you from || thers is nn control pannll 
jump over the seemingly everywhere Stay Shoot this odd 






nlerti Destroy them nll to 
open the stairs to the nxt 
floor, > E 


chnst and find 
Night! And... a hey! 





dispatch thn oncomieg attacking ‘drold nasily. 





Floor 2 —— |та, 









thn walt blocking hnr path, E 

nnd then running on to ] " =] 
Surgrisn! This satnly, evolding tha splkn- S Ii 
Isn't the last drones Masato? Well, run = 2 
batiin, but you quichly, Маза! 2 
must dnfnat а perd 2 
ginnt war-dnznr E P "n 


tn obtaln accnss 


A dnnd-nndl Or is 1t? Lock ito the depths of thn 
to thn final ronm. 


pit In thn middin of the roam. Nothing but 
blacknass. Hmmmmm <; summon up your 
courage, tahn a deep breati, and JUMBII 











топта is a review of thn major mnnatnra In 
nach levnl Hnve fun! 
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If you liked R.C. Pro-Am for the NES, you'll love the with multiple pleyars, the competition hotter then 
super Geme Boy version. Pley solo, heed-to-heed ever. The Super R.C. Pro-Am circuit includes 24 dif- 
with a friend, or use the new Four Pleyer Adapter to ferent tracks, which become progressively chelleng- 
connect Game Boys for three- or four-pleyer fun. The ing—for even the best of the pros. 

graphics ere great, the pley control excellent, end 





С. Pro-Am, | 5254 Фе { 
more than opponents’ grilles in the rearview з b ra P Teya L i А 


mirror. Oil slicks сеп send you spinning ^. y^ 4 sP ЕЕЕ ч, d 
doughnuts into the wall, and if you hydroplane = аб ^N 
on stending water, you'll lose valuable time. М ~N Е = 


Cones, and Islends that split the treck. J 


Other obstecles to evoid ere send traps, Slow gl ZZ E 6%) Ey т >.) 
р £m езде; "au 









In the high-octene world of recing, it pays to find a winning edge. Modify- 
ing your cer will improve its performence. Pick up tires, batteries end other 
spare perts on the treck and zip by the competition. 


ea Exc uL Fo WELLES Ñ MISSILES 
‘> Drive over the chavroas, ar с» you want lo When you gat tired of 

Zippars, In the cealar af rock 'n roll, you ШІ. to ra, blast tkam off 
tke tracka for a burst of apaad that gat the Roll Cage, wkick lats you your bumpar by dropplag 9 
will igava your opponents laoklag аі craah lato tha wall without auatainiag blast will taka tham aut for а (aw 
lalllighta. It's aot alwaya вазу, but It's o maka your 
worth verlag slightly off caursa ta forcing tham Into 
hit tham Just ПДК]. а 



















you'ra right on tha tail af your 
Each 











a 


Good traction means good la Supar В.С. Pro-Am, ш nones The typa af Eagine you have 
"lap timas, and witk each Tire baffariaa coatrol accalaratioa. You'll — determinaa your tap-end рези. Your 
upgrade, your tractioa Improvas. You — atart with tha ralativaly eam 8 firsi Eagine Is Red, but you can move 
k Spoage , but you V battery aad work up to а by Track Two 8y tha tima 
to Rubbar oa Track Two that's whi га high-voltaga T Engine No 1, you'll be 
kiska em off tha Паг and down the atralghtaways ot 
leava tha others eatlag your dust. top spaad Rev It up! 
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Letters are littered across various tracks. 
When you spell “Nintando,” you'll be 
rewarded with a faster, better-handling car. 
You'll begin at the wheel of the zippy little 
Racer and, as you earn upgrades, move to 
the Speed Demon and finally to an ultra-hot 
power hog, the Spiker It's a radical rally 
machine that manhandles the competition 
on the slickest surfaces! Your Engine is tuned 
for high performance—your reflexes had bet- 
ter be, too, To reach the final checkered flag, 
spell Nintendo with the Spiker. 


WIN Tp, 





It takes time to earn new cars, but іп the meantime, you ` 
can Improve your present car's handling, acceleration and 
top speed by changing tires, batteries and even engines. 


You'll find replacements 
places on different tracks. 





TIRES BATTERIES MOTORS 
STANDARD SPONGE 6 VOLTS RED 
UPGRADE 1 RUBBER 7.2 VDLTS BLUE 
UPGRADE 2 RIBS 84 VOLTS BLACK 
UPGRADEJ SPIKES 850005 GOLD 
UPGRADE 4, LUGS 12 VOLTS NO. 1 





GN Kore Ікі 







amazed at the 
Speed Demon's 


quick handling and | 


powerful accelero- 
tion Put the padal 
to the metal end 


at various 


Learn contro hehind the wheel of the Ri 
the corners like the cars you'll earn Е 
upgrede your tires, you can shoot by opponents on the 


After driving the bulkier Rec- 
er for several tracks, you'll he 


"A You have three chances to place in the 


You can really stick it to 
your opponents when you 
tske charge of 
‘the Spiker! It’s an 
all-terrain 
monster truck 
with the heart of 
а high-perfor- 
mance roadster. 


THE NEXT TRACK 
A number or an 
arrow is displayed 
above your car. 
Numbers 1, 2 and 
3 indicate the first 


b three places; the arrow means that you're 


running fourth, or dead last. To qualify for 
the next track, you have to finish in the top 


7^ Eongratiletions! You finished First 
‘ond qualified to move to the next 
track. Check your lap time Did you С 
вагт honus polnts? If you picked ep 
any parts to upgrade your car, they'll 
he added hefore the next race begins 


You are out-of luck end the next rece 


top three, so try this track again The 
Aum d. om ¥ pot het Vid баў, 
‘though, so plan your strategy befare 
the starter hegins the race. 


Cu wc 
p азы аан") 
[ nue car ао ан 
geo 
ЖЕТІСЕ 
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THE LITTLE "д 
DIPPER EIS 

Treck 2 is a two-lepper helit for speed. Шы. 

Smoke ‘em off the line end hold the E 


ава ew 
center of the track over the Zipper no C |) E E 
the first tere to bent the pack end pick - 

эр the Вон Cage In the middle of the 

encond stralghtaway, If yos're alert, you 

can also apgrede your tires вей get @: 

another letter on thin track. For the best eB 

Ome, watch out for oll spilin end elm for Tt 

the Zippers on the strelghtawsya. Se [^ sp 
aggressive In the cornera to gain position. a 


GAME BDY sz, 
GROOVE P 


Track 3 has ammo lining some walls and ой 
spilind everywhere. Dodge the әрі! when 
you can and greh some гой cagen for pro- 
tection when yos can't. Start on the rell 
and stay thera элїї! you round the first 
comer so yos won't hit the slippery stuff. 
There's a Roll Cage In the center of the next 
straightaway that will соте in hendy after 
үзе roend turn two. This track tekne mora 
stamine then the first two. It'n longer, and 
yos have to complete thres Inps. 


DUNLOT'S 


а 
DESCENT jw 

Another three-lep ckallenge, Treck 5 han 

‘short straightawnye and heirpin terns. if you au- За wen 

lose it on the teres end crash Ista the walls Eds 775 


you'll bounce hack—lterallyl The curves are 
lined with Sree When yos hit them, yos'l 
rebound heck down the treck and lose time 
and grosnd, Hold the inside track In the 
teres, ond If you're tralling try to stay within w a 
Sring distance Usa Missiles to hlaet - 

lead care oet of your way to gain 8 

winning spot at the Snish lino. 











THE KEY 
The Key із two lepn of soggy, greeitng 
twists ond ternn. i'n stow going, and елы 3 
valesbie objects are loft ls herd-to- Gave МЕ 
reach placen thnt yos might have to ин 
backtrack to reach. If you're nlower In 
the cornern then yaur opponente are, «%% 


knep Misnilon for yoer ammo so thet з 
yas can fire ahead trom the bnck of the I 
i telly 








Super R.C. Pro-Am features 24 all-new tracks, ranging from straight- 
forward ovals to twisting, turning tracks that truly test drivers’ corner- 
ing abilities. Don't ba deceived by the apparent simplicity of Track 1, 
which is only a single lap long. Upgrade your engine, pick up a letter, 
then get ready to challanga Track 2. ' 


ТНЕ 
SMILER 


Pay attention to the arrows! Sometimes they 
indicate which wny the track Is going to 
tere, as they have In the past; other Imes, 
they ware thnt the track 15 going to narrow to 
в single lane. It you Ignore them, усе" hit a 
dead and nt top speed. Boinnggg! it's в 
Jarring experience! There'n в long 
siralghtaway, so if yos've earned a bigger 
engine or the Speed Demon, yas can dodge 
the speed-slowing sand and est track 
running full-bora down the stretch. 


SCREAMER'S 
REVENGE 


Mondo Sand Danes cover parts of the 
track, and two lenes wrap eroend Isinnds 
in the middle of the track in some 
ploces it yos try to hold the canter ot 
the track when the lanes split eroend an 
Island, yae'll stop «n If yoe'd hit а hrick 
well. flemember where the track splits so 
you can avoid traffic jams by nhooting to 
в clenr lane The Sand hogn you down, 50 
drive aroand it when you сеп When you 
can't, epgreded tires come In handy. 








BACKBRIDGE 5 
END ^ 


Slow Cones are one thing, het the 
Cones on Track 13 hring you 
stop Yos cen't blent them, no yo 
Jest haen to remember where they ere 
and where yos to he ta pass 
throsgh en open lane withost в hi . 
It's one ot the nlower tracks, so take 
the time to collect Ammo, Speed 
Demon In n good cnr to hnva for Lucky 
14. tt hes the snnpplest hnndling and 
dodgen Cones gatckly. 


DIAMOND eee 
un ?> 


Thera aren't sey tricky obstacine In Track A 
2t, hut it will pet your ckills to the test. Р m- ES 
What you've learend In the previoas tracks <= En = 
із put to the test, so you'd better be пін 

to comer tighter, accelerats taster and 
memorize the course better than your 
competition. Of course, equipment cosnts, 
too. The other cars are hot off the starting 
line. it they leave yos there, Й'п nil over. 
А jazzed ар Spend Deman can be more 
saccessful than өп anmodifled Spiker, 










































(DRIVER'S TIPS 


s your skills improve, tracks that once 

med tough become a cake walk. Work to 
rove specific skills such as effective cor- 
nering and effective use of obstacles and wea- 
pons, then check your lap times at the end of 
each race to see which techniques yielded 
faster laps. As with real racing, good tech- 
nique makes the difference between the winn- 
ers and the also-rans. 
Y 





5 especially when challengers are right on your humper If you swing wide, 
they сеп whip arcund you and geln the adventege of the Inside line. 















DRIVER TIP 22 


Those pesky cil slicks can really ruin a good 

та. ‘You'll literally fall to pleces it you bit ans 
anil slide ints the wall, A good way to deal d 
p with them on straight — 

















DRIVER TIP 23 <@ DRIVER ТІР 24 


Got pushy with your opponents! Get tham 
into deap trouble by pushing them inte the ў Use whatever tools you 
Sand or Oil. 7 = ^ have ts gain ihe upper 


hand. Get а jump on 


your opponents 
"OH d к... homhing them at the 
к ? starting line and peal- 
3 still do a 390 when уви 4 


Ing aut of there, 
Чай he wall on your 
way to the first turn 
hofore thay' know 
what hit them, 






SS hit one, but you wan't | 
spin out of control and © 
crash. Instead, you'll G 
stay right ûn course, — jj 



















When we announced the introduction 
of new four-player games for Game 
Boy, it left a lot of players asking, “How ` 
in the world do you connect four Game 
Boys?" The answer: Our new Four- 
Player Adapter. It opens a whole new 2 
world of possibilities for Game Boy 
programmers and players, beginning 
with Super R.C. Pro-Am and another 
exciting racing game, F-1 Race. And 
that's just for starters! 










SUPER R.C. PRO-AM 
IT'S MORE FUN FOR FOUR F-1 RACE SOLO SEPARATELY 


Sure, It'e fun to teke on computer-generated E- Весе, which comes with the Game Soy Four-Player Programmed hy England's Rare Ltd, Super R.C Pro-Amis 
opponents, hut once you've honed your skille racing | Adapter, gives you a view of the track from behind the в greet edaptation otthe NES mege-hilt, R C. Pro-Am The 
solo, challenge your friends to o really competitive wheel. As the расе ріске up end the scenery whips by, graphies are good and the sound outstanding—Rore has 
day et the reces Ге a completely different keep your ayes оп the road to avold colliding with the гову captured the sounds of high-revving engines aed 
m = experlencel You can't other cars оп the course When those cars are piloted by tires trylng to hold the track! Sold separately, it's a sure 

т gaunt оп them to tallow your friends, they try to make the whole track a oo-pas- hit for rece fans, A varlety of other titles being planned for 
» 34 the same stretegios the -` sing zonet A fF" ^ Multiple pleyers will be evallahle separately as well. Ita 
p К computer tried, so you'll need for fan- ех the future of tha бете Boy phenomenon! 
e jostling for posltian ы; 


tasile four player - t T -— с, T Er 
hecomes more Intense. fun Is the Four =. 
#0 And hetore, you could Player peckage “== шщ, [ I = 
x D lire et opponents with and three friends 
ҒЫ Impunity, but now they with F1 Race , 1 a 
I can Пе hackl Game Paks. . | т р 2 
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OPERATION C 


lll From Agent #909 
Area Select 


Forge ahead quickly in your alien-blasting mission 
with a quick and easy area select coda. The title 
screen first appears as though it is being lit by a 
search light. Wait a few seconds for the complete 
game title to show. Then press the arrows on the 
1 Control Pad and the A and B Buttons in the following 
order: Up, Up, Down, Down, Left, Right, Left, Right, 
B, A, B, A. Next press the Start Button and the words 
"STAGE SELECT AREA 1" will slide onto the bottom 
ofthe screen. Prass Up and Down on the Control Pad 
to change the Area Number and press the Start But- 
tonto begin in the selacted area. You can choose any 
of the first four areas. If you want to get to Area 5, 
though, you'll have to fight through Area 4 first. 


Wait for the complete Title Screen to 
‘appear. Then press Up, Up, Down, 
Down, Lett, Right, Left, Righi, В, A, В, 
A end Start. When the Area Select 
‘@ppeare, press Up end Down to 
change the area nember and press 
Start to begin In the selected ares. 


لوست تو و وا 
Sound Test‏ 

You can sample tha gama tunas before you start 
playîng. Wait for the title screen to appear solidly. 
Than press the arrows on the Control Pad and the A 
and B Buttons in the following order: Up, Down, Left, 
Right, A and B. Press the 

Start Button next and the 

message “SOUND TEST 

BGM 1” will appear.” 

Press Up and Down on тн 
the Control Pad to changa 
the music selection. Then 
press the A Button to 
start the tune and tha B When the Title Screen shows the full 


Button to stop it. Uie Um ап Nis А 


рм о 1998 KINONI 


MYSTERIUM 


Ш From Agent #214 
Quick Continue 


While you're exploring the maze of the Mysterium, 
you have only two chances to continue. If your char- 
acter is defeated a third time, you'll have to start 
again from the beginning of the game. Our agents 
have found, though, that this new beginning is 
slightly different than before. There's a very special 
item which you can find in the first passage. As you 
begin, take the Iron, drop it in the Pool of Fire and 
collect the Glass Key. Then use the Key in the door 
and continue along the passage. Just before you 
turn, you'll come across an item which was not in the 
passage before called the Vitriolk. Collect the Vitriolk 
and use it. It will automatically take you back to the 
level whera you were in the previous game, with 
three more chances to continuel 


YOU HAVE DIED 


EVEN Ix 
САЙМОТ HELF TOU NOW- 


Fer туе. RATE ЖОЕ > 


= FOE, OLE 
BREE ERGE USE, § 


‘AUS STAT 


LEVEL 6 
a 
ind the Vitriolk іп the first. 
п defeated and 
from the beginning 
шок resatting tha geme. Use it and. 
you'll cantinue from where yoa left off. 


Level Drop 


Drop deap into the maze instantly with a quick code. 
Call up the level map and press the B Button, the 
Select Button and Down on the Control Pad all at 
once. You'll drop to tha next level! 


LEVEL 1 
peu a A 


Call ap the map. Then press Select, 8 and Down. You'll drop Inetently to the 
next level, 





_ Company 
Bo Jackson Hit ond Run | 


ay = Power Meter = 
е РСТ 
Besohat ond Football 





Cyroid Nexoft 


Раш» Action 





Fortified Zone Joleco 


С. Аһ 





The Hunt For Red October | Hi-Tech 


Base Acion/ огу 


JARI 


EE 


мар 





Р.а, Аль 





Lucky Monkey 
|Spud's Adventure 








. Cu Bienes 




















Game Boy Chart Key: 


1Р=0пе Player 

GL -Game Link-Two Players 

GL-4.- Game Link-Up To Four Players 
PASS-Password 














Ras Comi Diu 


G-Graphics and Sound 
Р »Play Control 
C-Challenge 

T » Theme and Fun 


Games are evaluated with ratings from 
1 (poor) to 5 (excellent). 


COMING SOON 


Mega Man's Game Boy adventure, 
now titlad Mega: Man in Dr. 
Wily's Revenga, should be out in 
late July from Capcom. There's 
no question about Dr. Wily's inten- 
tions in this one. He wants to send 
Mega Man to the scrap haap and 
he's got four rabuilt Robot Leadars 
to do the job. After Mega Man has 
conquarad the first four stagas, 
ha'll anter tha traditional show- 
down with Wily. 


Mage Man comaa 
across some old 
end new dangers 
as Or Wily mounts 


Cut Man le Jual опе 
‘of the Robot. 
Leaders rebullt and 
ready to fight, 


Roger Rabbit will also be making his 
Game Boy dabut this summar in 
Who Framad Roger Rabbit from 
Capcom. Roger has a spring load- 
ed weapon that packs quita a wal- 
lop. We'll lat you know more as the 
gama gets closer to completion. 


Roger Rebbit tries to 
clear his name In His 
upcoming Gama Boy gi 
Aventura. g 


Kingdom Crusade 
looks promising. It's a castle-con- | 
quaring strategy gama with hand- 
to-hand combat. We'll review it in a 
future issue. 


Tradewest's 


Teha control of 
enemy territory In , 
__. Kingdom Crusade. 


Маго! WW eremi Mertol This exclusive 
adventure of the princess-saving plumber Is 
still the hottest Game Soy geme around! 


The Turtles will never give up in thelr бее 
agalnst Shredder and It appears that they'll 
never give up thelr position Іп the Top 10 elther 


This Dame linker Is raising tha pulse rates of 
players everywhere Or M's advice ls to eat 
right, get plenty of rest and practice, 
Practice, practice. 


4. Final Fantosy Legend 
. Tetris 
. Castlevania 
. Paper Boy 
. Gorgoyle's Quest 
9. Operation C 
10. Alleywoy 


Game Boy Top 10 rankings 
are determined by the votes 
of the Pros at Nintendo HQ, 
sales at NES retailers and 
votes by readars of Nintando 
Powar. You can vote for your 


'| favorite Game Boy games by 


filling out your Player's Poll 
antry and sending it to us. 












оз” 


7) HOWARDaN 


% WHAT UO YOU MEAN T GOT A X RECKON IT MEANS YOU HITCHE? YOUR 
he SHITCHING VIOLATION 7” HORSES TO THE WRONG POST. THIS 16 A 
LAW-ABIPING, RESPECTABLE PLACE, 


FOLKS GOT TO FOLLOW THE RULES, 
NESTER EVEN YOU, THE MASKED MUNCHKIN. 
RICES AGAIN.” | xn E 


I THOUGHT THIS 


‘a 










IS WESTER. THE — W CAN'T. THAT. GOT WHAT You NEED, CITY 
LONE ESTER. T CAN { TO HAVE A LETTER. SLICKER, IS A LETTER OF 
OUTRIVE , OUTSHOOT, OUT | FROM THE SHERIFF WHAT SORT OF COMMENGATION FOR ARREST 
SMART AN? OUT TALK any: | © You WANT THEM LETTER WENEED | ING THE OUTLAWS THAT 
ONE WEST OF THE Pecos. А HORSES BACK FROM THE Д HAVE BEEN RAISING A 

50 STAN? ASIPE, SHERIFFI RUCKUS IN THESE PARTS. 
GRIZZLE РАСЕ? JUST ROUND UP THEM 
OUTLAWS АМР YAS le 
HAVE YER. HORSES BACK 
LICKETY SPLIT! 









NY taar BRIPGEKEEPER 
АМО THE SHERIFF 
ARE THE REAL OUT- 


WHAT, Ан? 
RUIN ALL THE 
EG 7 


6% GET. MY MASK 
PRYCLEANED. 
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T WONDER WHY THEY'RE GIVING 32 
UP WITHOUT À FIGHT 7 » 
[s С? 
LE M 


UYE MUST REALLY AMAT 2 HE'S ONLY THE LONE 
бе AFRAIP OF THE LONE NESTER 7 дағы ANU BLAST.” 
NESTER pei AS WE THOIGHT HE WAS ZORO 








ALL IN 6000 TME. BUT FIRST, WE 

|| | HAVE THIS PROBLEM WITH SOME 

SHERIFF, WHAT RATTLESNAKES ss 
ABOUT MY 

HORSE? T BE- 


\ LISTEN, FORGET ABOUT 
THE SNAKES HERE'S 
SHENAE! | YOUR LETTER. VO 


we WANT X HUNG UPMY TIE. SO HERE,T. 
MESTERS Eh Б WANT YOU ТО HAVE IT. 
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ығ ү, ; 
br у GAME РАК САТА BOX 
Á A TM 7 | DAYDREAMIN’ DAVEY 
> 4 | HALL AMERICA INC. 
L| IUD uc MEMORY ммс — 
HAL Americo taok a step back (іп time that is) when it made Day- 
dreamin’ Davey, it’s new time-traveling odventure. Eleven actian Graphics 8 Sound — 32 
sequences take Davey from the Old West ta Medieval Times and an 27 





back to Ancient Greece. a 






тм Фо HAL AMERICA INC 








s. pu^ p- Hs anather fun filled day at school far Davey. The school bully is .... 
\ | on his case, hls teochers are on the warpoth and Dovey keeps > 
Хы drifting off on imagined adventures. But are they Imogined or ~ 

ore they real? ` кыш: ug Nd ^ h 


































































































a —DAYDREAMIN’ DAVEY. 





1 
Å 
1 
Getting Around ] 
In each of the three areas Davey FIGHTING JUMPING 
revisits-The Old West, Medieval © Weapons сап beassigned for both Ву pushing the A and В Buttonsd 
Times and Ancient Greece-he the A Button and B Button. simultaneously you'll be able to t 
| roams about, jumps, fights and jump over fences and rocks. You 1 


talks to people. The scenes are 
overhead, allowing movement in 
any direction, and there are many 
mazes and 
deadly dead 
ends. 


can also attack enemies in the air. 2 


Your main weepon will he 
eclacted for the А Betton, 
het you cen exchange thal 
weepon with others on Ihe 
sebscreen 





The В Seton [е where 
you'll assign secondary 





| weapons end shielde. These You won'l be able to Jump over tha hedges о 
N weepone ere powerful hut Use e hend weapon like the Sword or Whip when 
m can he eeed ep 





attaching flying foes 
Weapons & Kem: ............... 


P In each adventure area, Davey's choice of weapons and iterns is different. 
* Most of the пет can be found lying about ог can be taken as rewards for 
|. victory. Other powerful items are hidden or guarded by evil protectors. There 
7 are items that recover lost life energy and treacherous items that drain your 
j power. In the Old West, the Whip is the most useful weapon. The Shotgun 
\ and Winchester are used against gang members. The sword Excalibur is the 

, ultimate weapon in Medieval Times while the Golden Bow and Arrow brings 

victory in Greece. 


ARMED AND READY 
Davey has a lot of 
y tough choices to 
make. in battle, he'll 
have to choose the 
right weapons. Most 
of the enemies in 





pem USE ITEM 

| Power-Ups are just one of the. many 2 
ex types of items you'll get. Some items | 

have startling powers like the Greek 2 

Statues that wipe out enemies. 





Not all of the пете * 





are good for yos. 
each area can be КЕ Many will lahe away | 
» defeated using a basic weapon like the Мапу of the enemles can be defeated ў a a eA 1 
by partical ‚ш mint in the * 
Sword, but the strongest foes often require Me БАЕ ЕТИН, сезе alah EXE lined be for Instance, or the 2 
the attention of a special weapon. Listen to weapons te изе, Sometimes shields сап Green Apples in 7 
^. people in the area for clues. he used as weepona, 100. шоч. i 
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MEDIEVAL 





In the first area, Davey finds himself in an emerald green forest full af knights 


and gnomes. His tosk is to find a Galden Lonce, but first he must seek the 
"umi Sword in the Stane. Finding what yau need can be frustroting, sa hove { 
patience and study the map belaw. 


GO The Paladins 


+ Paladin Knights in white armor 
await Davey throughout the forest. 
They tell him of treasures and 
quests, and also of lurking dan- 
gers. 
Thu Paladin Knights talk 
of a Goldun Lance und a 
Sword To find both itums 
Is Davey's first quust. As 
you wind through thu 


hudgus and woods, 
beware of gnomus! 





@ The Sword In The Stone 


Seek the Sword by making your 
way through the forest maze tothe 
lower right hand corner. Jump 
over the rocks to claim the weap- 
on. 
Wiuld thls sword for a 
super spinning attack! 
‘Maku sure you suleci thu 
Sword from the suh- 
screen, then try it out 
Duvey will spin around, 
cutting down any unemles within reuch. 


шік ا‎ 


za ишь. 


аша 


ӨТһе Dark Knight 


Lumper the Dark Knight guards 
the Golden Lance. If you have the 
Sword, Lumper will fall. If you 
don't have it, you won't passl 


шыта, 


e Sir Lumper'u bark Is 


worsu thun his Міш it 
Davey Is urmud with the 
Sword. Maku sure 

Üavey's Iifu unergy iu full, / 
then chargu ahuad uncu 
thu Ourk Knighi makes thu chullengu. 


Q wmeer 


You'll be greeted by Lumper's 
words befora you see him. 
He's atthe end of the alley of 
trees to the left. When he 
moves, charge in using the 
Sword. і 







А few thrests of thu Sword should win the 
day Your anty worry Is that you have enough 
energy to withstand u few hits yourself. _ 







Ааа maele Sa mn ce ла > EEE 











о. IDAYDREAMIN! DAVEY 


a 
When Davey’s teacher says it’s time to draw, Davey maseys off to the Wild 3 
West af tumbleweeds and gunslingers. Yup, there's trauble brewing in tawn. 
An ornery autlaw is haled up in the Blacksmith Shap, challenging anyane wha ] 
enters ta a shawdawn. Dovey must callect gald nuggets, snakeskins and other 
items to trade far maney, guns, food and amma. 
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-@ Scout Around 
; See the Sheriff 


A 
7 straightaway, then MESE. л 

| mosey on down to BEES 

j the Western Union = 


d Office. Next door зк 
* to the Western | 
Union ts атап you à no 





should visit. 


O-O Bucks = Stuff 
| Шш Just like today, in 
the Old West you 
had to have bucks 
to get stuff. Trade 
Items for money, 
then buy the items 
and weapons you 
need. 
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іп the caurtyards and temples af Maunt Olympus, Davey meets gods and D 
mythalagical mansters. His adyssey begins with a search far a magical shield. 
Then he must battle his way acrass the river and defeat the Cyclaps. Alang the 4 
way he’ll encaunter Eagles, Satyrs and Greek warriars. Defeat an Eagle ta 
callect a bushel af life-restaring red apples! { 
р 
4 
] 
қ 








Take the apples 

lasida the temples 
end you'll receive 
messages, 


Before you can cross the bridge you 
must obtain the Shield from the Golden 
Man. The statues explain this, but they 
do not tell you that the Golden Man is at 
the far right side of the map (at location 
4). Artemis and Apollo, the twin gods, | you attempt to 
will give you a Bow and Arrow in the cross the bridge 


4 | 
: to @Messages From The Gods 


| third temple wilhoul the Shield, а 
message appears. 
Shields Up 

ae Fight your way through the courtyards 
i re is Mae — Until you reach the stream, then follow 
4 by Ihe агат. the stream until you come to a Golden 
^ ех Мап. Step up to him, but don’t attack. 
A. = He'll give you the Shield. Now return to 


the bridge and cross rt, protecting your- 


| 
1 — аштаай. self from attack with the Shield. 
activale the Shield 
£x L | к 
\ ма 





block each spear as 
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> a ue DAYDREAMIN’ DAVEY 
| SEA, j | SEA, NCIENT E) 


©) S > Once again the Paladin Knights iq 2, Lp ‹ (o Cross the River Styx and enter ү 


have a quest for Davey. He must4 ж. the fiery realm of Hades to seeks 
find the sword Excalibur in a | the Spear of Mars, the Golden 
ring of stones to prove himself } A Bow, and the Cap of Hades, 
King. A Ring of Gold, guarded by a Blue Knight in } 4 then move on to battle Cerberus, the three-head- 
| the right hand region of the forest, is used to pass Уа ed god of the underworld. А coin in a tree where 
through Merlin's Mirror and reach Excalibur. you first enter the stage will earn you passage on 


Charon’s riverboat. 
| Y 1 1 
{ | Eom 
| a 


op t 
йе 

Once again the Emerald Foreat la the site of Oavey's quest Wizards must 

ha attacked by jemping and you can else ese Firebnlls There la no perticulerly | 

strong enemy. The Slee Knight wha gunrils the Golden Ring la easily defeated. 

















The groend erepts with tongues of flame and mech of it is qeicksand Triei end j 
1 error Is the anly way to find the solld path. Attack Cerberes from the right $ 
side where he can’t hit you, shooting ane head at е time with the Golden ow. 





























=“ `. — Pons) ^ NP سا‎ ре. ee. 
— - ` не " ч 
e Ag \ 

Return again to.the world a 3 Davey The Kid is back in town, 

knights and wizards. In this4 sod racking down a ruthless gang4 
quest Davey must venture into * | of bank robbers. Talk to the | 
Winterland where the enemies ? 2 4 Sheriff and visit Western Union, | 
| аге more numerous and more dangerous. Collect й | then head east to find valuable Indian Artifacts. 7 
& Fireballs and lots of Life Potion. At the end you will 5 Опсе the Angus Gang 15 defeated using your х 
/ meet Sir Lumpus again, the Dark Knight from the 7 Shotgun, shoot it out with the Gunslingers at the 2 
| first dream. AA Bank and in the Blacksmith Shop. 4 
и Котыш | 
} 
m | ) 
1. y ME | оф % т 
1 4 
Dese! i 





Winterland ia filled with wizarda and fire-throwing gnomes. Try to avoid es many 
ol these fces es possible ns yoe scout aet the territory in the epper ranches 
yoe will find Merlin's Mirror, if 517 Lumpua begs for mercy, have pity ап him. 


* After the man in town tells усе aboet Indian Artilacts, start walking to the right — 
end downward. Yoe'll enter e new ai era deleated red rattlesaekes turn into 
Gald Watchas thnt restore energy Fight the Gunslingers thn same as before. 





ا 


M =‏ — اى اا قاي ا 


Rad The Dream Goes 0а. -.-....4 


Davey's final adventures include a trip through the 
Cloud World and а shootout at the OK Conrail 
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` CLASSIFIED 
INFORMATION ` 





Ш From Agent #821 
Sound Mode 


Tune into the sound effects and music of Special 
Agent Nova's futuristic adventure with a quick, 
two-controller code. When the Title Screen 
appears, pick up Controller 1 and press and hold the 
Select Button along with Up and Right on the Con- 
trol Pad. At the same time, get a friend to pick up 
Controlter I and press and hold the А and B But- 
tons along with Down and Left on the Control Pad. 
White all of the buttons are being held, press the 
Start Button on Controller I. A screen with the mes- 
sage "Sound Mode" will appear with a list of the 
sound effects and music used in the game. Press 
Up and Down on the Control Pad to select the 
sounds. Then press the A Button to start the select- 
ed sound and press the B Button to stop it. To 
simulate the sounds of actually playing the game, 
you can start one of the background music tunes 
and play assorted sound effects over the music. 






Press and hold Select, Up and Right on 
йа L Press as volt А, З, 
Down and Left on Controller 1. then 
press Start on Controller I, A list of 
game sounds will appear, Press Up 
and Down to select the sounds and 
press А and В to start and step them. 
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Power-Go-Round 


While you are playing Power Blade and fighting to 
free the alien-infested sectors of the city, it really 
pays to be prepared with a Power Suit and a Pow- 
ered-Up Nova. The quickest way to pick up Power- 
Ups is to spend some time near the beginning of 
Sector One. After you enter, climb up the ladder, 
run to the right and climb down the next ladder. 
You'll end up on a ledge just above the floor of the 
Sector. The ledge is crawling with easy-to-beat 
Alien Soldiers. Run back and forth and defeat the 
Soldiers as soon as you see them. You'll be able to 
Power-Up to maximum in no time with all of the 
items that the Soldiers leave behind. Climb down 
the ladder to the left, jump to the next ladder and 
climb to the top of the screen. Then jump off the 
ladder to the right and run to collect a hidden 
Power Suit. Return to the ledge and jump off to the 
left. You'll end up at the entrance to the Sector. 
Even after you have completed Sector One, you'll 
Still be able to enter it at any time and take advan- 
tage of this Power-Up opportunity. The Power Suit 
will reappear whenever you continue the game. 








and jump to the right to collect the Power 
‘avery time you continu 


біті to the top of the acre: 
Suit. It'll геа; 




















lll From Agent #300 
Passwords Revealed 


Last issue we reported that our Agents had discov- 
ered how to change a Mega Man III Password to 
regulate the number of Energy Tanks that Mega 
Man holds. Now they have done themselves one 
better by cracking the entire Password code. Each 
position that is filled in the Password Screen signi- 
fies an accomplishment. The Red Balls in the 
squares are used to showthe Energy Tanktotal and 
individual weapons collected. The Blue Balls are 
used to signify pairs of weapons collected. Learn to 
fill the positions correctly and you'll be able to con- 
trol the accomplishments. 


Design Your Own Password 


In Tabie 1, shown below, you can see a list of Mega 
Man's robot adversaries. The Password position for 
each enemy indicates that Mega Man has defeated 
that enemy. A Blue Ball takes the place of two Red 
Balls when a particular pair of enernies have been 
defeated. For instance, a Red Ball in the 4-F posi- 
tion shows that Spark Man has been defeated and 
a Red Ball in the 6-D position shows that Shadow 
Man has been defeated. If both of those enemies 
are gone, a Blue Ball in the 4-F position takes the 


` Tabla 1 


Shodow Man [Shadow Blada) 
Тор Man (Tap Spis) 

Snaka Man (Saarch Snake] 
Мәәә Man (Naadla Cannon] 








CLASSIFIED INFORMATION 


place of those two Red Balls to show that Mega 
Man has defeated both enemies. 


Energy Tank Totals 


In Table 2, there are positions indicated for each 
possible Energy Tank total. Every Password has a 
Red Ball indicating one, and only one, Energy Tank 
total. If you want to start off with zero Energy Tanks, 
your Password will include a Red Ball in the 5-C 
position. If you want to start with nine Energy Tanks, 
your Password will include a Red Ball in the 6-A 
position. 


The Second Set 


After Mega Man has defeated the eight new Robot 
Masters, he will return to four of the worlds. In 
Table 3, you can see a list of these stages and Pass- 
word positions which indicate that those stages 


have been completed. As before, there are Red ` 


Balls to indicate individual stage completions and 
Blue Balls which take the place of Red Balls when 
pairs of stages have been completed. In order to 
make a valid Password for this 
second set of enemies, you 
must first fill the positions for 
the first eight enemies [Blue 
Balls in positions 4-F, 3-A, 3-D 
and 5-B). Study the tables and 
rnake a Password for the posi- 
tion that you would like to be 











Enemy Warts Waisted _ СЯ 
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From Agent $236 
Invincible and Power-Up 


ul 
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| CLA Та. 
| CLASSIC 
5 Неге аге а few our Agents’ favorite tips 
from past issues. If you haven’t caught on 
A 


Ш From Agent #710 
21 Warp Whistles 


There are three Warp Whistles in Super Merio 
1 Bros. 3 which ellow you to skip ehead to edvenced 
^ | Worlds. іп World 1-3, kneel on the white back- 
.. | ground block for e few seconds. When you fall 
behind the scenery, run to the end óf the stage and 

into e hidden Werp Whistle room. 





In en open erea of the World One Fortress, fly up 
and out of the screen. Then run to the right and 
press Up on the Control Pad to enter e room hold- 
ing another Warp Whistle. 





Use a Hammer in the upper-right corner of World 
Two end follow the path to collect the third end lest 
Werp Whistle. 


| Wanted: Special Agents 


Our eddress is: 
Nintendo Power 
Clessified Informetion 
РО. 80x 97033 


A populer ectivity emong Nintendo geme experts 15 developing tips end strete- 
gies. If you'd like to share your own speciel tips with us, send them inl Choose 
your own Agent Number (3 digits) end be sure to include it with your tips. | 3 
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мж Gm 


to them before, you should be able to 
really zip through these games now. 





Ме ie) Tram 


DES 





From Agent #563 қ 
Double Strength Dragon | 


If you're going out alone on this edventure, meke | ` 
sure that you have the power of two players with | ^ 
you. Choose the 2 Play 8 option end have your D 
fighter defeat the other fighter. You'll receive the 

other fighter's pleyers in reserve! 








ШЇ From Agent #013 
Bonus Stage | 
Uncle Scrooge's bonus stege is lined with dia- 
monds. You can get to this 

stage by getting a ride beck to м 
Duckburg from Launchpad 

when the 10,000 digit of your 

Score is a seven (e.g. 71,382). 





Redmond, WA 98073-9733 
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While Battletoads is the big news this month, 
there are some other new releases which may 
spark your interest. In this issue's focus on games 
that didn't quite rate feature coverage, we look 












7 


PLAYING 








at a great, fast-action driving game and a role- 
playing adventure with along and involving story. 
Stop by your favorite store to see if they're up 
your alley. 











Set your sights on a fleet of high-tech cars and robot 
enemies in the super-speed sequel to the NES and 
arcade hit, Spy Hunter from Sunsoft. The city, desert, 
Sky, water and assorted futuristic roadways are all 


crawling with villainous vehicles and it's your job to 
make the world safe again through six super stages. 


MERGE WITH TRAFFIC! These road hogs 
will rue you off the road, If you let them 


NO PARKING ON SHOULDER! It looks like 
some spy huaters have bean here hefore. 
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For most of the mis- 
sion, your vehicle will 
take on the form of a 
custom car with ma- 
chine guns on the front 
and on the roof. When 
you take to the water or 
the skies, though, the car will change into a 
racing boat or an armored jetl 








NS È | 
Your vehicle takes ов thras different forms, dapandlag on the terrale. 
Along the way, you can earn Power-Ups which 
give your vehicle special enemy stopping fea- 
tures, like oil slicks and bombs. 


* Hazards Abound 


Enemy cars and planes are everywhere and 
the roads are littered with jumps, gaping holes 
and slippery ice. If you enjoy danger and 
thrills, this is one to look for. 





You'll start with 230 
gold pieces. Buy weap- 
ons and armor, talk to 
villagers, andthen seek 
the king. He will show 
you а picture of the 
princess and give you 
100 gold pieces for more supplias. From 
there, you are on your own to explore, defeat 


FARIA 


It's an old story. An evil wizard kidnaps the princess of 
a mystical kingdom and you are a young adventurer 
who is called on to save her. The theme's been used in 
countless role-playing adventures and it's covered 
once again in Faria from Nexoft. While the story is not 
unique, the game does feature fun graphics and good 
battle scenes. If you're a role-playing fan, it's worth 





checking out. 





enemies and search for the princess. 





тк to townspnnpie for 
Informntion. 


Seerch the kingdom for the 
kidnapped princess, 


When you're ambushed by a group of ene- 
mies in your mission, you're sent to an en- 
closed area where you must fight to the finish 
or attempt to escape. The outcome depends 
on your dexterity and ‚. 
fighting skills. In a 
game that has a simi 4 
lar story and style to ВЕ” "a d 
many others, this is Ж v 1] 
one feature that helps TEGERE 

set it apart. Meet thn nnemies hesd-on and 
fight or ren. 










YOUR GUIDE TO THE LATEST NES RELEASES 


POWER METER RATINGS 





























and Game Type are self ex- : 


2P-S = TWO PLAYER SIMULTANEOUS : ent categories: 


: 2P-A = TWO PLAYERS ALTERNATING : G= GRAPHICS AND SOUND 


|, PAY 
COMPANY РАТ POWER METER RATINGS GAME TYPE 
American Gladiatars 2.6 3.2 | TV Show/ Sparts 
Battletoads Tradewest 4.4 4.5 | Camic Adventure 
Daydreamin' Davey 3.2 3.7 | Camic Adventure 
Faria 1P/BATT| 3.3 
[NES Open Taurnament бо | Nintenda aps | 3.313. j 
| Super Spy Hunter 1P [35]3.3]3.3|3.6 Driving Асап 
s" Р PLAY INFO POWER METER 1 
LISTING KEY Games are made to be played with опе to : The Pros at Nintendo HO | 
You can get the most out of our : four players. Some also employ a battery or : rate each new game. 
game listing by understanding : Password to save game play data. 2 MEE аде ien рози 
the categories. Title, Company: 1P = ONE PLAYER : 5 (excellent) in four differ- 


planatory. Use this Key to un- 
derstand Play Info and the: 
valuable Power Meter ratings. : 


; Р = PLAY CONTROL 
; С = CHALLENGE 
1 Т = THEME AND FUN 


PASS — PASSWORD 
BATT = BATTERY __ 
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NES OPEN 
EXTRAVAGANZA! 


Give itto Dad tor Kihere Dau 
Tape Кеёр it for Yourself! 


Wario ıs Eelebfating the felaase Of his new golf gama, lkhfw how tb play golf, you рап hit the links in style. f 

WES! Open, ‘by giving, away a; super sporty Club Car. поў, this duffer's dream package will giva you great 
igl} Cart and two Sets of golf ‹ clubs to the иску grand. Tigason to fearn! 

0 Ee winnefiof the Player's Poll/Cantest. Ifyou already 


v2. NIST ENDO POWER 


Please answer the following questions on the postcard provided Delow, 
then anter our Playar's Poll Contest by sending it in! 
A. How often do you use Game Boy to Game Link with other players? 
1 More than half of the tima 2. Somatimes 3 Rarely 4 Never 5. | don't hava Gama Boy 
B Did you like the Battletoads comic strips included in this issue and in May'e issue? 
1 Yes. I'd like to see comics included mora often. 
2 | икад them, but I'd rather read game reviews 
3 I didn't like them. 4. | didn't raad them. 
С How useful are the Game Pak Data Boxes we include with our game reviews? 
1. | like to know about things 11ке memory and ratings 
2 i like to know about ratings, but | don't undarstand enough about mamory. 
3. | don't understand the Data Boxes 4 I don't read the Data Boxaa 
D How old are you? (Please circle your age group) 
1. Under 6 2 6-1 3 12-14 4 15-17 5. 18-24 6. 25 or older 
E. Sax 1 Male 2. Femala 
PI 


Poll 


0 
Ге 
Ф 
> 
KS 
a 


lease use the game titles on tha back of this card to answer the following questions 

What three NES games would you most like to see reviewed In future issues of Nintendo Power? 
What three NES games do you plan to purchase next? 

Please indicate, In order of preferenca, your five favorites NES games 

Please indicate, In order of preference, your five favorite Game Boy games 

Please indicate, in order of preference, which five Game Boy games you most llke to Game Link with 


-“тол 


Answers to the Player’s Poll 


Name Tel eee Se тте 





Addrees =! 





City ER State Zip 








Mambarship No се Ада 





Please answer by circling the numbers that corraspond to the survey quastlons above. 














A B C. D E. 

1: 2 2. 4. 5 1.2 3.4 12 2273244: 1. 2. 3. 4 5. 6 1. 2 

F. Indicata numbers 1-100 (from liet on back of card) 1. 2. 3 

G. Indicata Numbers 1-100 {from list on back of card) 1. = 2. 3 

Н. indicata Numbers 1-100 (from list on back of card) 1. 2. 3. Ex. 
4 = — bi 

1. Indicate Numbers 1-47 (from llet on back of сага) 1. 2 3. 26-22. 
4. 5. 

4 Indicate Numbars 1-47 (from list оп back of card) 1 2. E او‎ 
4. 5. 


Entriaa must be postmarked by Juna 30, 1991 





CUS“ то лан NIT 
BACK ISSUES AND TIP BOOKS! 


Did you know you cen get back So what are you waiting for? 
issues of Nintendo Power? Or Fill it out. Detach it. Mail it. Here's 
special Tip Books designed to the address: 

rnake you a Power Animal? Well, Nintendo Power Magazina, 
you сап! And the wey to doit is P.O. Box 97032, 


onthe othar side of this cerd. Redmond, WA 98073-9732. 
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JUNE ISSUE GAME LIST 


Nintendo Power 





29 Earth Bound 81 Nobunaga's Ambition TMNT K Ths Arcade Game 21 бой 
NES GAMES 30 Final Fantasy 82 Over Horizon E Tatria Hyper Lode Runner 
1 А Boy and his Biob 31 Fina! Fantasy I Pirateal Tombs and Treasures 
2 Adventurea of Lolo Ш 32 Gauntiet 2 Princess Tomato in the Salad ‘Totally Rad 
3 Bandit Kings ot Ancient China 33 GI Joe Kingdom ‘Ultima Quest of Ihe Avatar 
4 Bases Loaded П 34 Gilligan's Island 65. Powar Riada The Uninvited 
3 Batman 35 Gremiine 2 68 Robin Hood Vics Project Doom 
8 Batte of Otympua. 38 High Speed $7 RoboCop 2 Zelda E The Adventure of 
7 Dattigtoade. 37 Тһе Kovk 68 Racketaer Link 
noe B отмине 8 БҰТЫ» 
э lange ia Immortal 7t A 
10 Bill and Ted} Excelent Video 40 Quantum Fighter 71 SimCity GAME BOY GAMES 
бата Adventure. 41 Legands ot the Diamond 72 The Simpsons Bart vs the 1 Amazing Penguin 
11 Captain Ptenet 42 The Legend of Zalda Space Mutants 2 Balloon Kid 
32 Castlevania І-Зітоп а Quast в Baseball I3 Skate or Die L 3 Basss Loaded 
13. Cesttevanla IIL-Dracula'e 44 The Litti Mermaid 74 Snake Retie N Rot 4 Batman 
Си 75 Solar Jetman 5 Battle Unit Zeoth 
34 Сгувіаіа 78 Solstice 8 Bubbis Ghoal 
15 Day Dresmin Davey 17 StarTropics 7 Sure) Fighter Deluxa 
18 Defenders of Dynatren City 78 Star Were 8 CesMevania The Adventure 
17 Deja vu 79 Star Trek 5 Саар 
$0 Street Fighter 2010 10 Chestmaeter 
51 Maga Man Ш $1 SuperC 11 Cosmo Tank 
52 MatalStorm 82 Super Mario Bros. 12 Deedaltan Opua 
53 Мігесін PienoTaaching System 82 Super Marlo 3гов 2 13 Dexterity 48 The Hunt lor Red October 
54 Mission Impossible Super Mario Broa 3. 14 Dr Mario 48 Tha Reecua of Princess. 
Double Dragon XL 55 Monopoly Super Ой Road. 15 Fina! Fantasy Lagend Blobetta 
24 Double Dragon Ш 56 NES Open Tournamant Gott ‘Super Splka V'ball 16 Fi Race 47 TMNT Рай of the Foot Clan 
25 Dragon Warrior 57 NES Play Action Football ‘Sword Master 17 Fertitl 
28 Dragon Warrlor I 5B Ninja Galden Sworda and Serpents ‘Gargoyle a Queal 
27 Dragon $8 Ninje Gaiden I meo Super Bowl 18 Gauntlet 2 
28 Or Marlo $0 Nintendo World Cup $0 Teenage Mutant Ninja Turties- 20 Godzllia 
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Back Issue/Tip Book 
Order Form 


Ifyou missed these classic Nintendo Power Issuss, don (miss out now! Your price 


as е subscriber is ust $3 50 plus $1 00 postage and handling Tip Books ere just 
5495 each. Strategy Guides are $350 plus $150 postage & handling (For 
Canadian Residents, back issues are $4 50 each plus $1 50 postage & handling, 
$6 50 each for їр books and $4 50 each plus $1 $0 postage & handling for Strat- 
egy Guides.) See page ЭВ for more details. 








Name 





Street Address ІРО Box) 
City Slate Zip 
Phone “Membership No IM3R# on address label) 


Please check method of payment DO NOF SEND CASH 
П Check or Money Order 

O MasterCard О Visa 

(Payable to Nintendo) 











Credit Card Number Expiration Dare 
1 П 


Telephone No 





Cardholders Name 





Cardholders Signature 








Нет Magazine іше US. Price Quantity Limit Total 
#8454 Volume 7 Issue July/August 89: — $450 5 
418578 Volume & Issue (Sep/Oct 89) $450 5 
#18580 Volume 9 Issue (Nov/Dec 89) $450 

#19023 Volume 10 Issue Jan/Feb 90) $450 


419024 Volume 11 Issue [MarchvApr 90/7 — $450 
419788 Volume 12 Issue ІМауДиле 0) $450 
419668 Volume 14 issue Quly/Aug 90) $450 
#21113 Volume 16 Issue (Sept/Oct 70) $450 
421173 Volume 18 Issue INov/Dec 90) $450 





321785 Volume 20 Issue Jan 91) $450 
421751 Volume 21 Issue (Feb 91) $450 
421723 Volume 22 Issue (March 91) $450 
#21795 Volume 23 Issue {Арп 91). $450 
422261 Volume 24 Issue (May '91) $450 
#20685 tst Year Set (Vol 1-6) $2400 
Strategy Guides 
#19687 Super Mano Sros 3 (Val 13) $450 
420683 Ninja Gaiden II (Vol 15) $450 
421121 Final Fantasy (Vol 17) $450 
421175 4 Player Extra (Vol. 19) $4.50 
Tip Books 
#6973 The tegend of Zelda 
Tips & Tactics $495 LC 


44405 How To Win At 
Super Mano Sros 





Washington State residents only add 82% sales taxImultply subtotal by 082) 
While supplies last! Allow sx to eight weeks for delivery 

Enclose this card along with your paymentorcrada cardsnlormatianin. Subtotal 
а stamped envelope lor your own protection and mall to М 
Power magazine, PO Box 97032 Redmond WA 98073-9732 






















LA GOSS 


25 WINNERS. | 






Get into the golf groove by playing NES Open Tournament Golf before you 
get your clubs out. When you hit the course this summer, the only way to 
be stylin’ is to sport en exclusive NES Open golf visor and tee off with 
Mario’s special NES Open golf balls. 


4 520) WINNERS 


On the course or off, set yourself apart from the crowd 
by wearing one of our exclusive Nintendo Power 
Jerseys. 
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Here they ore! Hot scores from our hottest ployers. Are you o hot ployer? Are your scores on 
fire? If you'd like to see your nome next to other Power Ployers, send your occomplishment to 
us. You could be the next NES Achiever. 





[ 


Andrew Ow > 

Ryan Bierowski > 
Christopher Kansier > 
Sean Thomas > 
Brendan Mahoney > 


Richard Seaton» 

Bret & Sheri Dennis > 
Josh Simmons > 
Geno & John Taddei > 
Jean-Francois Valee > 
Anthony Class > 
Johnathan Lanham > 
Thor Неуеск)- 

Ty Swartz > 

Gary Pearson 

John Smith > 

Brent Eason > 

lan O'Mara 

Danny Salvatara Jr > 
Chris Brown > 


NET 


Ralph Hurst Jr > 
| Joe Hecht > 


| mno RADIN 


Willard Mab 
Andy Dunn > 
Kevin Haymes > 
Ryan Warmbrodt > 


AD ARAM Wa 


Harumi Rushton > 
Allen Carmen > 
Andrew Vorona > 
Markus Talaga > 
Carl Cavallaro b 
Don Goering > 
Greg Chaffin> 

Larry Donegan > 

















CN s нара 


Grass Valley, CA > Finished 
Jefferson, WIP Finished 


Г 





Western Springs, П> Finished 


Lynchburg, VA > Flnished 
Monroe, MI Finished 
Aurora, СО» Finishad 
Reading, PAP Finished 





клал ач ай 


Maywood, IL» Finished 
Sandy, UT > Finished 
Johnsonburg, PA» Finished 
Jordan, MN > Finished 


Varennes, PQ Finished 
Bayamon, PR > Finished 
Gary, IN > Finished 
South Orange, NUP Finished 
Coolvllle, ОН» Finished 
Newton, IA > Finished 
Canton, OH > Finished 
Indianapolis, IN > Finished 
Placentia, CA > Finished 
Torrance, CAP Finished 
Weaton, MD > Finished 


Vancouver, BC > 217,400 | 


Cucamonga, СА» 200,700 
Marietta, GA > 195,700 
Johnsonburg, PA > 158,400 
—' 

Ceres, CA P Finished 
Lodi, NJ» Finished 


Ewing Township, NJ Finished 


Wayna, MI > Finished 
Kansas City, МО Finished 
Westchester, CA > Finished 
Walnut Cove, NC» Finished 


Yonkers, NY > Finished | 
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Andy Glusco> 
Tony Mandel Jr > 
Len Jasinski > 


FINAL FANT 


Paul Pankratz > 


York, РА» 
Pensacola, FL 
Phoenix, AZ > 


SY LEGEND (GAME BOY) 


Sandy, ОН» Finished 


BIGREMLINS II: THE NEW BATCH 


Finished | 
Finished | 
Finished ] 



























Chris Mansfield > Amherst, NH» Finished | 
Justin Redmond» Bay Shore, NY» Finished | 
Daniel Studnicky > North Creek, NY > Finished 
Joseph Duong > Elmhurst, NY > Finished | 
Kevin Spears > Stanford, KY > Finished | 
Nicky & Frank Santaniello > Revere, MAP Finished | 
Bruce Mahnke > Doylestown, PAD 





Finished | 










ETHE IMMORTAL 


Patrick McCarthy > Highland Springs, VAP 


BILITTLE NEMO: THE DREAM MASTER} 


Finished 








Joseph Randall > Enterprise, UT» Finished ] 
John Difrenda > Cedar Grove, NJ» Finished Î 
T J Boyd Concord, CAP Finished Î 
Ricky Pyles > Camp Spnngs, MDP Finished 
Michael Keathley > Terre Haute, IN > Finished 
Philip Dearmore > Bothell, WA > Finished | 
John Pironti > Altoona, FL > Finished | 
АЛЫНА 
MMANIAC MANSION 
Wil Maddux Jr > Ontario, СА. Finished 
Nathan Kraft > Port Carbon, PA > Finished | 
Andy Kalinoski > Brooklyn Center, MN > Finished 
Yannick Bertrand» Longueuil, PQ > Finished 
Travis Case > Carroll, ІА Finished 
Sean Fiuharty > Baton Rouge, LAP Finished 
Tom Church > Springfield, МО» Finished 
Bryan & Lewis Rothkopf» Dix Hilis, NY > Finished 
Freddie Curtis > Brinklow, MD > Finished | 
David Cherella > Providence, RI > Finished 
Kevin Kempe > Columbia, MS > Finished 


































ШІМЕСА MAN НІ ESKATE OR DIE П 






















Richard Eng > Ottawa, ON > Finished Eric Pearson» Carrollton, TX > 219, 
Josh Fey Kendrick, ID Finished Pat Carey» Tulsa, ОК» 160, 
Ryan Delozier > Lenior City, TN > Finished Zach Ryan Siml Valley, СА > 
Roland Belmares > Pflugerville, TX > Finished Nick Ponton > Ashkum, ІСІ» 
i Andrew Buckley > Centervilla, UT > Finished | 
Tim Роду» Canton, MI» Finished 
Timothy Burchfield > Bartlesvilie, OK > Finished MSOLAR JETMAN 
T J Robinson» Port Huron, МІ» Fimshed — — Sean Bryan Quinn Baltimore, MD > Finished. 
Ben Hoeppner > Sun Praine, WI P Finished ‚| Мей Mochel > Westmont, IL Ғіпізһе 
Chris DePalma > Arlington, TX > Finished г = 
Tommy Hitchcock > Ponca City, ОК» Finished 
Bradley Kumimato > San Bruno, CAP Finished ESTAR TROPICS 
Tom Butler > Kirtland, ОН» Finished 
ER» Ашак, шш fences qune Deed 
Егіс Denney > Indienapolis, ІМ» Finished James Whaley > Marwille, TN » 
Michael Fleming > Stockton, CAP Finished Carole Beeton> Pleasant HIII, CAP 
Richard & Stephen Машат > Wallingford, CT > Finished Dan Regazzi> Weston, ON > 
э Dave Rutledge P Ada, ОКЪ я 
нс ШТЕТНІ5 ; 
Keeley Lowe > Midway, TN > 1,528,500 | 4 
Steven Gerrett > Houston, TX > 1,425,100 Jeremy Phipps > Ogden, ОТ» 838,9 
Jason Spriggel > Battle Creek, MIP 1,415,300 Mike Solano» Yonkers, NY > 749,67! 
Daniel Kleiman > Holland, MI > 1,296,350 | Robert Cooke» Birmingham, ALP 585,81! 
| Gregory Archer» Glen Burnie, MDP 1,234,550 Steve Siler> Henderson, TN > 548,334 
| Jeremy Birnie > Finksburg, MD > 1,129,250 Karen Kakacek > Watertown, SD > 544,84 
Chris Lovett > Inyokern, CAP 1,074,250 David Chan» South Pasadena, CAP 520, 
Phillip Satterfieid > Canton, ОН» 1,047,000 Michaal Lucas > Alliance, ОН» 
see, шшш 
| joehmer les А 
[ | PINBALL QUEST Май Tabak > Henderson, NV > 
Doug Cochrane» Kirksville, МО» 7,935,810 | 
Tara Warrick > Edgewood, MD > 3,674,270 ,IBTMNT I: THE ARCADE GAME 
E | Justin Gitlin > Newton, МН» 
ШРІМЕОТ Matt Simpson > Newton, NH > 
| Bobby Dolchide P» Chicago, ІШ» 
David Derkkitz > Arlington, VA» 46,897,180 David Burkett > Marion, УА» 
Jack Marks Arlington, VA» 39,015,900 James Roblete> O'Fallon, IL» 
Seth Kolton > Lake Hiawatha, NJ — 36,447,530 | Ryan Faucher > Dover, NH > 
Joseph Hicks > Rutherfordton, NCP 28,451,050 Brian McGrath > Rochester, NY > 
Cherles Reinhold > Arlington, УА)» 27,375,820 | Jason Gartland > 
Joel Koehler > Merrill, WI > 25,870,920 — Matthew Hoffman > 
Bret Bouder > Memphis, TN» 23,425,120 — Johnny Wadsworth > Centerville, ОН» 
Witham Whitaker > Gaithersburg, MD 19,984,880 i 
Kyle Smith > Torrington, CT > 19,759,420 
John Delzoppo > Willowick, OH P 16,853,360 \ , ITMNT: FALL OF THE FOOT CLAN (GAME 30 ) 
Mark Stephens > Quekartown, PAR 16,043,470 Billy Desmarais > North Adams, MAP Fin 
ше БО» EEE МУ B 
E ер Tipton mightstown, 
BSHADOW OF THE NINJA Miles Owen > Russellville, ALP 
David Richardson > Saint Louis, МО» Finished . Scott Hittinger > Indianapolis, IN P> 
Vincent & Ron Agay > Irvington, NJ > Finished 














_ MULTIMA: QUEST OF THE AVATAR 
. Tom Connell > Farmington Hills, мы 


Ш$НЇМСЕМ THE RULER 
Tommy Russell > o /» 


| 
Ken Маск» Berkley, МІ» Finished | Andrew Mitchell P Winter Si 
: a ады, m . Brian å Mike Ferguson > Middletown, C 
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ou'll know that there's а 

NUKE Factory in a given 

level if thare’s not enough 
NUKE in the main area to reach the 
60% quota. Tha Factories taka on 
several forms. The one thing that 
they have in common, though, is 
that they're all loaded with NUKE. 
Four of the first six levels have 
NUKE Factories. 


Level One 


Fall to the left through a break ina 
long bridge and leap over a gap at 
ground leval. Then, after you take 
care of an enemy in a manhola, 
press Down on the Control Pad. 
You'll sink into a NUKE filled area 
with nothing alse but platforms 
and gaps. 


Presa Oowe efter yos рове the mesholo to enter 
the NUKE Factory. 


Level Three 


Taka a rida on the moving platform 
and steer between two sparking 
bulbs to the gap in tha roof. The 
araa that you enter will be a little 
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more dangarous than the last 
NUKE Factory. Try to avoid the 
gears and steer into the Jars of 
NUKE. 








Move up ess the eperkleg bulbe to 
biddes NUKE Factory. 


Level Four 


After you negotiate a series of 
bridges, you'll come to a very tail 
stack of barrels and an equally 
high bridge. Jump onto this bridge 
and arrest the Target Villain as he 
hops onto the screen. Then jump 
to the platform directly below the 
bridge and jump ovar two gaps to 
the right. When you get to tha long 
platform, prass Down on the Con- 
trol Pad to sink into another NUKE 
filled Factory. 








Drop from the tak le Level Four ead jemp to 
в long platform. Thee elek down far е tos of NUKE. 


Level Six 


Fight through Level Six until you 
reach two Barrals which trap a 
rolling enemy. Then sink down into 
a calibration exercisa which fea- 
tures nothing but NUKE. 












ibo eeamy caught betwees two 
jown eed deacesd [oto a NUKE oely 
cellbretioe esarcise. 


DRAGON WARRIOR I 


WHERE IS THE 





| | vs visiting the ruins of 

Moonbrooke Castle, you'll 

learn that tha princess has 
disappeared. Talk to the living 
flames and they'll give you clues 
about her whareabouts. They'll 
also tell you about the mysterious 
Mirror of Ra. The Mirror, they'll 
say, is in an area southeast of 
Moonbrooka where four bridges 
meet. The location actually turns 
outto be due east of Moonbrooke. 
You'll see four bridges on the 
screan at the same time while 
standing in a small swamp. 
Search there and you will find the 


WARRIOR II 


Mirror of Ra. Then travel to Ham- 
lin. There's a dog in Hamlin which 
follows you around aftar you try to 
communicate with it. Use the Mir- 
ror of Ra in the presence of the 
dog. It will sea it's own reflection 





odds 
Steed le a awemp asat of Mooebroche eed usa the 
SEARCH Commaed. Yoo'l! encover the Mirror of Ha. 





PRINCESS OF MOONBROOKE? 


and magically change into the 
princess! With the princess as the 
third and final member of your 
party, you will be able to continue 
your quest to rid the land of evil. 





Une the Mirror of Ba eext to the dog la Hamlin. The 
prieceaa will break from her apell aed asalat yoo. 


HOW CAN | MAKE SURE 





aluable items are yours for 
V the winning in town lotter- 
ias. With a little patience 
you can make every ticket a win- 





"T SPELL m 
STATUS ITEM 
SEARCH EQUIP 


ner. Collect a ticket and go to a 
town lika Hamlin, where you can 
both save your game and enter the 
lottery. Save it and try your luck at 


ea come back МЕБТЕН, 
— À 
feeds 383 
the next ieuss.' 





THAT 1 WIN THE LOTTERY? 


the lottery. If you lose, just press 
Reset on the Control Deck and 
start again. You'll return with an- 
other chance to win. 


STATUS 
ARCH 


ITEM 
копте 


GAME COUNSELOR PROFILES 


Scott Evanson 

Became Gama Counselor January, t990 
Hobbies. Practicing Tae Kwon Do, Running 
Best NES Accomplishment, Scored 84 
Points In Tha Power Bowl Of NES Play Action 


Football 


Favorite NES бата Solomon's Key 


Todd Westergreen 


Became Game Counselor January, 1990 
Hobbies Flying, Sking, Jet Skiing 

Best NES Accomplishment Completed Blas- 
ter Master In 57 Minutes 

Favorita NES Gama Blaster Master 





Bill Clark 


Became Game Counselor: January, 1990 
Hobbies: Snow Boarding, Water Skiing 
Best NES Accomplishment: Completed Gra- 
dius With One Ship 

Favorite NES Games: Destiny Of An Emperor 
and Solomon's Key 


Joe Conklin 


Became Game Counselor February, 1990 
Hobbies Skiing, Hunting 

Best NES Accompllahment 
2000.000 Points In Duck Hunt 
Favorite NES Gama Destiny Of An Emperor 


Scored 
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WHERE CAN | FIND 1-UPS 


EARLY IN THE GAME? 





rusty the Clown publicity 
K photos are not only nifty col- 

lectors’ items but they also 
provide Bart with extra lives. These 
1-Up opportunities are plentiful in 
the first stage. Collect them in the 
beginning so that you cen advance 
to stages where they are less 
abundant. We've found five of 
them in Stage One. 


The Theatre 


The first 1-Up is above the show 
time schedule for the movie 
theatre. There’s a trash can far to 
the left of the theatre where an 
alien hops left and right. Trash 
cans in Springfield are made of en 
extre flexible material so that you 
can get a lot of height from jump- 
Ing off of them. Stand to the left of 
the trash can and wait for the alien 
to jump to the left side as well. 
Then, as the alien jumps to the 
right, jump onto the trash can by 
pressing the A Button, then jump 
off of ıt by pressing both the A and 
B Buttons. The two-button jump 
will provide speed, height and dis- 
tance. You'll easily be able to grab 
the 1-Up. 





Snuaca off the trash can with a aapar Моћ jamp to 
grab tha 1-Up ahova the Theatre, 
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Mae’s Tavern 


When you maka a crank call to 
Moe from the phone booth just 
outside of his tavern, the aliens to 
the right of the phone booth will 
disappear. Once you spray paint 
tha patron wearing purple clothes 
who comes out of tha tavern, walk 
to the right where the aliens used 
to be and stop in front of the bush. 
Jump by pressing and holding the 
A and B Buttons. A 1-Up will pop 
up out of the bush. Continue to 
hold the A and B Buttons and run 
to the right. You should be able to 
grab the 1-Up before it falls 
through the sidewalk. 





uacover tha 1-Up from thia 


Mel’s Navelty Hut 


After you sprey paint the purpla 
pot on the sill ebove Mel's door, 
jump onto the sill and jump to the 
right over a bouncing elien. Then 
jump two sills to a 1-Up. 





Gat а 1-Up from a alll ahove Mala. 





On The Skatebaard 


While you're recing on the Skate- 
board and dodging aliens, you'll 
pass several bushes. After you col- 
lect a can of spray paint midway 
through the stage, jump in front of 
every bush that you see. A 1-Up 
will bounce out of one of the 
bushes. 


== " m 





| 


- a = 





Kwik-E-Mart 
Kwik-E-Mert is not just an average 
convenience store. It's a plece 
where you can get a photo of 
Krusty the Clown worth three 1- 
Ups. You'll need a Rocket to 
retrieve it. Run to the right side of 
the Kwik-E-Mart sign end stop 
when the word “Kwik” scrolls off 
the screen. Move to the closest 
crack in the sidewalk and set up a 
Rocket, aiming to the left. Launch 
the Rocket by stepping towerd the 
fuse. It will blast off and hit the "E" 
on the sign, triggering a photo of 
Krusty to pop out. 








Alm for the "E" ja tha Kwih-E-Mert alga ta hlast 
nat а 1-Up. 


THE SIMPSONS: 


BART VS THE SPACE MUTANTS 


ome of the items that you 

can purchase in the stores 

of Springfield are meant for 
only one specific purpose. Such is 
the case with the Whistle and the 
Key. 


The Key: Shortcut Backwards 


You can purchase the Key in Tool 
World and use it in the door of the 
Springfield Retirement Home. 
When you open the door and enter 
the Home, you'll come out of 
Moe's Tavern. One practical use 
for this shortcut backto the begin- 
ning of the stage is to return to the 
Theatre when the timer reads 200 
or 400. Since the Theatre adver- 


THE SIMPSONS: 


BART VS. THE SPACE MUTANTS 


here are three places where 

| you сап achieve goals by 
launching Rockets. Make 

sure that you buy at least six of 


them from Mel's Novelty Hut. 


The Statue 


A purple bird rests on the arm of 
Jebadiah Springfield's Statue. 
Stand on a creck in the Sidewalk 





Scere a bird from Jebadish Springfield's Statee 
with a Gockel. 





WHERE DO | USE THE 
WHISTLE AND THE KEY? 


tises showings at 2:00 and 4:00, 
purple-clothed people step out of 
the Theatre at those times. Spray 
peint them to achieve goals. 








AER. 


E P a к 
The Key takes усе from the Retirement Some to 
Moe's, close to the beginning of the stage. 


HOW DO I USE THE ROCKETS 
TO MY ADVANTAGE? 


to the left of the Statue and set e 
Rocket. When ıt hits the Statue, 
the bird will fly away. 


Barney’s Bowlarama 


The neon sign at Barney's Bowla- 
rama gives off e purple hue. Stend 
on a crack in the sidewalk to the 
left of the sign so that you can just 
see the leftmost section. Then 





Git the Sowlerame elgn wih в Gocket end it will 
kick Into ection. 


NINTENDO POWER 

Attn: Counselors’ Corner 
РО. Box 97033 

Redmond, WA 98073-9733 






À AA A 
e Вагата * 
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The Whistle: Call Grandpa 


The Whistle ıs available at Toys "М 
Stuff. When you get to the last 
window of the Springfield Retire- 
ment Home, you can use the 
Whistle to call on Grandpa Simp- 
son. He'll open the window and 
Shower you with coins. 





Use the Whistle et the righ! end of the Setiremenl 
Some lo call on Grandpa Simpson 





launch a Rocket. The sign will glow 
red and white. 


The Retirement Hame 


Some of the windows of the 
Retirement Home are covered 
with purple tinted glass. Knock out 
the glass with a Rocket by stand- 
ing from a creck in the sidewalk 
near the window. 





Blast open the perple-tinted windows of the 
Selirement Same to achieve three eepereta довів. 


(206) 885-7529 

Nintendo Game Counselors 
are on ceil Mon.-Sat., 4:00 am 
to Midnight and Sun., 8:00 am 
to 5:00 pm, Pacific time. 
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Those toothsome turtles have taken the top spot! After months and months, 
Super Mario Bros. 3 is edged out by a narrow margin, while the Simpsons make 
a quantum leap to sixth with Bart vs. the Space Mutants. 





Use thie color-coded key to 
; check on your favorite gemes. 
Titles new to the Top 


30. They're the ones to 
watch! 


Favorites with long-last- 
ing appeal that place 
month after month. 


Games that are moving : 
big. Thay've jumped sev- : 
eral places in the poll. 


Number of months the : 
game has rated in the : 
MONTHS) Top 30. : 
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TMNT II: 
THE ARCADE GAME 
In their sixth month in the Top 30, 


6 MONTHS they finally knock Mario off the 


top. Cowabunga, dudes! 


яға MARIO BROS, 3 


SMB 3 slips to second by the 


16 MO NTHS smallest of margins. Regroup, guys, 


and get’em back next month! 
5 It's no surprise that mighty Mega 
Man holds onto third for anoth- 
MONTHS er month. What a guyl 



































5842) 
POINTS 





З MONTHS 





| 2 MONTHS 
ы nme 


кшш» 
4405 


POINTS 


(9 MONTH) 
€. | 
POINTS 











“FINAL FANTASY 





СЕЗ DOUBLE DRAGON Ш 





Adventurers find plenty of 
action and intrigua to keep 
them coming back for more. 


STARTROPICS 


With a jump from eleventh to 
fifth, StarTropics proves that it 
has star quality. 


THE SIMPSONS: BART 
VS. THE SPACE MUTANTS 


Hey, man, don't have a cow— 
Bart's in the top ten! He'll teach 
those Mutants a thing or twol 


CRYSTALIS 


Monsters, magic and mystery 
make Crystalis a long-time favorite 
for tons of time-trippers. 


DR. MARIO 


The Doctor is still on call. Could 
it be tha two-player challenge 
that keaps him so busy? 


DRAGON WARRIOR T 


By sea and by land, parties are 
searching for Hargon in the vast 
land of Dragon Warrior I. 




















2,617 
POINTS 








TETRIS 


Quad-crazed block dropsters 
keep lining up for just one more 
Shot at improving their scores. 





oye) Шань or ZELDA 
ая NES PLAY _ 

LOE | ACTION FOOTBALL FOOTBALL 
СЕН ULTIMA: Жл 
з MEGAMAN | 
ГЕ RA О] syn MARIO BROS, 2 


Г cot 
LS) DOUBLE DRAGON II 
fons) THE IMMORTAL 
00 | DESTINY OF 
ES | AN EMPEROR 
СТЕ MANIAC MANSION 
SONS) ADVENTURE OF part LINK 
7228) TEENAGE 4 MUTANT - 
PONS) NINJA TURTLES 


(ТЕ LITTLE NEMO 
THE DREAM MASTER 
ЖЕЛ BANDIT KINGS 

OF ANCIENT CHINA 
П MEGA м MAN 
FTEHR ain 

(TERI SHADOWGATE 


PRINCESS TOMATO IN 
THE SALAD KINGDOM 


FONS WIZARDRY 
t| | TECMO BOWL 
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Dealers’ Picks 











GAME PIS. GAME PIS. 
1. Super Maria Bros 3 4631 1 StarTropics 3875 1 TMNT E The Arcade Game 5101 
2, TMNT П The Arcade Game 4,17 2 Crystals 3,528 2 Super Mario Bros 3 3,955 
3 Mega Man II 4,072 3 Final Fantasy 3,245 3 The Simpsons Bart vs the Space Mutants 2,554 
4 Final Fantasy 2,198 4 Mega Mon Ш 2,352 4 Tetris 2,032 
5 Castlevania Ш— Dracula’s Curse 1,564 5 Ulfma Quest of the Avatar 2,111 5 Dr Mario 1,998 
6 Mega Man I 1523 6 Dragon Матаг П 2,006 6 Super Maria Bros 2 1334 
7 The Simpsons Bart vs the Space Mutants 1,404 7 The Legend af Zelda 1575 7 Double Dragan Ш 1310 
8. Drogon Warrier 1273 8 The Immortal 1554 8 StarTropics 961 
9 Dragan Warrior II 1,222 9 Destiny of an Emperor 1470 9 Mega Man Ш 914 
10 Double Drogon I .. X082 10 Super Maria Bros 3 1029 10 Dauble Dragon II 786 
11 NES Play Achan Football | 938 11 Bandit Kings af Ancient China 977 11 Teenage Mutant Ninja Turtles 781 
12 Double Drogon I 777 12 Princess Tomato ın the Salad Kingdom 840 12 Little Nemo the Dream Master 680 
13 The Legend of Zelda 771 13 Maniac Manston 819 13 Caveman Games 605 
14 Dr Maria 724 14 The Simpsons Bort vs the Space Mutants 777 14 СІ Joe 597 
15 Zelda П — The Adventure afiink 702 15 NES Play Action Football 735 15 NES Play Actian Football 560 
16 StarTropics 687 16 Wizardry 714 16 Paper Boy 545 
17 Tecmo Bowl 645 17 Dr Mario 651 17 Tap Gun II 522 
18 Super Mario Bros 2 635 18 Battle of Olympus 641 18 Disney's Rescue Rangers 504 
19 Maniac Mansion 403 19 Zelda I— The Adventure af link 578 19 Rad Racer I 503 
20 Ninja Gaiden T 588 20 Shadowgate 557 20 Al Unser Jr’s Turbo Racing 482 
21 Tetis 585 21 Metroid 546 21 Blades af Steel 470 
22 GI Joe 556 22 ТММТП The Arcade Game 536 22 NEL Football 462 
23 Crystalis 504 23 Hudson's Adventure Island TI 515 23 The Hunt for Red October 44) 
24 Mego Man 503 24 Mega Man I 504 24 Donkey Kong Classics 430 
25 Super С 471 25 GI Joe 494 25 Disney's Duck Tales 414 
26 Little Nemo the Dream Master 460 26 Mega Man 462 26 Arch Rivals 410 
27 Teenage Mutant Ninja Turtles 447 27 Nobunaga's Ambition 452 77 Final Fantasy 399 
28 Disney's Duck Tales 440 28 Blaster Master 441 28 WWF Wrestlemania Challenge 394 
29 Batman 397 29 Solstice 431 29 WayneGretzky's Hockey 382 
30 Shadowgate 367 30 Galaxie 5000 420 30 Crystalis 373 
FEW CHANGES STARTROPICS THE TURTLES LEAP TO 
IN PLAYERS' IS HOT WITH THE LEAD ON THE 
TOP TEN THE PROS DEALERS' LIST 


Favorites emerge as the players 
consistently vote for most of the 
same top ten games they chose 
last month. The new face in the 
top ten: Bart Simpsonl 
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The pros are playing StarTropics, 
and they're liking it. It tops their 
list this month, joining favorites 
like Crystalis, Final Fantasy and 
Mega Man Ш. 


Hey, man! Bart breaks into the 
Dealers' Top Ten in his first video 
adventure. He's in good compa- 
ny, with Mario and the Ninja 
Turtles. 


CELEBRITY 


PROFLE 





s the infamous “Joe 
Isuzu,” the outrageous liar 
on the popular television 


commerciels for Isuzu cers and 
trucks, David Leisura might claim 
tobe Nintendo’s Champion Of The 
World, but when it comes to real 
life, he admits that "Game Boy's 
tough to mester." 

But don't worry, David's philo- 
sophy on Nintendo's game play is 
much like his philosophy on life: 
"Nintendo is like anything else, if 
you set a goal and persevere, you'll 
succeed—even if it's difficult at 
first." 

David-should know. He grew up 
as a self-described "geek" and a 
"fat kid," tipping the scales at 220 
pounds when he was 14 years old. 
That summer, he set a goal and 
lived by it, losing 60 pounds be- 
fore school started. "Needless to 
say, the kids were amazed," he 
remembers. "There was a third of 
me missingl" 

It was then that David decided 
to become an actor, combining his 
new-found confidence with the 
sense of humor he had developed 
as a defense mechanism when he 
was overweight. For David, discov- 
ering acting was like saving the 
Princess for the first time. 

"When people told me | was а 
good actor, it was wonderful to 
finally be praised," he says. "For 
me it's acting or nothing. Besides, 
its the only thing ! can do." 

David is also known as Charley, 
Richard . Mulliga's annoying 
neighbor on NBC's hit comedy 
series "Empty Nest." Working on 
‘Empty Nest 15 terrific, says David. 
“I'm a little bit like Charley. We 
both appreciate a sharp, quick wit, 


but | like to think I'm 
smarter than him. 
Let's face it, you've 
gotta be smart to 
play dumb." 

Most of tha time 
the "Empty Nest" 
crew 15 strictly down- 
to-business on the 
set, but sometimes 
David and his co- 
stars Richard Mulli- 
gan, Park Overall, 
Dinah Manoff and 
Kristy McNichol like 
to get silly. "Once in 
a while we moon 
each other through 
the windows," David 
confesses. 

David began his career as a 
Hare Krishna on the hit movie "Aur- 
plane!" in 1979, "which was great, 
if you like heving your head shavad 
for three months!” His other cred- 
its include NBC's television films 
"Goddess of Love,” with Vanna 
White, and "If It's Tuesday, It Must 
Be Belgium," as well as ABC's 
"Perfect People." He also starred 
with Sally Kellerman and James 
Grodin in the feature film "You 
Can't Hurry Love." 

David has also guest-starred on 
“Sledgehammer,” several epi- 
sodes of "Alf," Falcon Crest, "T.J. 
Hooker" and in an episode of 
"Married With Children" created 
just for him. 

David has been playing Nin- 
tendo games for three years now. 
His wife, Kelly, got him started 
with "Super Mario Bros.," and he 
has since become a real "Golf" 
fan, which isn’t surprising. “I'm 
what you'd call a golf-nut when it 


DAVID LEISURE 





comes to both Nintendo and real- 
life," admits David. “1 think | have 
golf-sickness. | play as often as | 
can." 

David also loves to play "Tetris" 
with his eleven-year-old daughter 
Maya. "'Tetris' is great, except 
when Maya beats me," he jokes. 
“It's an excellent way to improve 
your hand-eye coordination and to 
clear your head; you just get lost ın 
it." 

When he's not busy with 
"Empty Nest" David devotes 
much of his time staying fit with 
golf, jogging, and his new obses- 
sion, weight-lifting or "getting 
pumped." 

As David strives to improve his 
golf game on both the Nintendo 
video game screen and the putting 
green, you can bet ha's well on his 
way to becoming Champion Of 
The Universe. And that's no lie! 
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сз. A LOOK INTO THE 






FUTURE OF NES 
GAME РАКЅ'! 





Pak Watch is dedicated to delivering the hottest ramors and news on the NES 
and the Super NES. Keep in mind that some titles are only rumors and it may 
be a while before they are released. 


ТТ, BILL & TED'S EXCELLENT 


£ VIDEO GAM 


Bill & Ted's Excellent Video 
Game Adventure puts the 
excellent twosome, Bill 
and Ted, through more triumphant 
time traveling. The game picks up 
where the first movie left off. Bill & 
Ted have to search through the 
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ages for displaced historical 


dudes and dudettes and return 
them to their proper time periods 
(or else the Wyld Stallions will 
never get their record contract and 
the future will be totally bogusl). 

Each time period has a three- 
dimensional world to explore—it's 











E ADVENTURE 


easy to get lost without a map. 

Besides the excellent dialogue be- 
tween Bill, Ted and the peopla they 
meet, one of the highlights we 
found in an early version was a 
wild, out-of-control horseback ride. 






Over Horizon by Hot-B 
carrias on the NES space 
shoot-em-up tradition 
with more edvanca-and- 


attack action. Before you begin, 
you can customize your ship's 
weapons and options. Your ship is 
small, nimble and powerful, and 





PUN IA 


жумысы BOA ETE n 
ОРО ИР veis AE 





can fire both forwards and back- 
wards from tha start of your mis- 
sion. Tha graphics ara colorful and 
wild, with multi-leva! foregrounds 
that your ship can pass in front of 
or bahind for a real feeling of 
depth. 












If you liked The Little Mer- 
maid movie and enjoy 
lighthearted adventures, 
chances are you'll have fun 
with Tha Little Mermaid gama 
from Capcom. You guide Ariel as 
she travels through the perilous 
seas and attempts to foil Ursula's 
newest evil scheme. Ariel can con- 
vince mean sea creatures to leeve 


her alone with a blast of bubbles 
from her powerful tail. She can 





shells, and find treasures hiddan 
in the daap. Look for tha Little 
Mermaid this summer. 









Bandai's baseball game, 
starring past baseball 
legends, is nearing com- 
pletion, and the aarly ver- 
sion we played had some cool fea- 
tures. The very idea of creating a 


3[ wgupar pager pi Le 








®ҺЁ "топлу! 


ЕНЕДІ Ы X Cons 


R, C 
TTA 





dream taam from a Hall Of Fame 
roster is pretty hot. Each of the 
players has a stat information 
screen and different abilities 





based on their real-life playing 
skills. Players like Babe Ruth and 
Ty Cobb even have their own dis- 
tinctive swings and stances. 
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HIGH SPEED 


bonus games io find. The game 
also includes digitized voices. 


Tradewest is releasing 

Rare's follow-up to Pinbot, 

High Speed. Pinball affi- 

cionados will remember 

High Speed as one of the top pin- 
ball machines a few years ago. 

The NES High Speed game 

uses the same kind of play as NES 

Pinbot, so players familiar with 

that game will be right at home. 

Up to four players can take turns 

Shooting, and there are plenty of 

targets to hit and a couple of 





Laeding Іп thia bonun Pnchinko gamn cnn пат ynu 
nxtra balls 





У ROCKIN’ KATS 


An entire world based on 
themes from television 
"toons is yours to explore in 
Rockin’ Kats. The feline 
hero's mam weapon is a spring 
loaded boxing glove that can be 
used for more than delivering 
knock-out punches—at times it can 
function like an out-of-control bion- 
ic arm from Bionic Commando. 


You'll pick up dollars that you can 
use to buy things on the Shopping 
Channel or to wager on a ТУ. game 








> PIRATES! 


Hoist your sails апа 


embark for adventure on 
the high seas of the Span- 
ish Main in Pirates! from 
Konami. Pirates! is based on the 
now classic PC game from Micro- 
prose and contains elements of 
action, strategy and role playing 
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games. As a pirate captain, you'll 
ply the waves in search of ship- 
borne plunder. Once you find a 
treasure ship, you'll have to prove 
your marksmanship with your 
ship's cannons. Then, board your 
prize and duel to the finish with 
the enemy crew. 








Тап High Spond playing field will іп fnmillar to 
pinball Vetnrann. 








show Bonus we ccm You start out 
with four action packed channels to 
explore, from a city full of gangsters 
to a western adventure populated 
with desperados. 





Will you collect a n 5 ransom 
and retire in luxury in Barbados, or 
be sent to Davey Jones' Locker? 
With this, the third pirate theme 
NES game we've heard about 
(Pirates! The Hook and Peter Pan 
and the Pirates), you might think 
that pirates are going to make a 
comeback this vear... 


GOSSIP GALORE ЇЙ WITE 


THE HOOK | 


DEFENDERS OF DYNATRON em 


According to Howard Phillips, Lucasarts is working on Defenders of 
Dynatron City as their next NES title after Star Wars. Although from 
the title you might think it's a sequel to Dynowars, it is actually a 
super-hero adventure game. Like other Lucasarts games, the charac- 
ters will be well developed and the action should be hot. We'll let ш 
know more as soon as we find out. s 


'SUPER RUMORS 


As we near CES, we've heard tons of rumors about 16-bit games 
under development. Ocean is working RoboCop 3, which will com- 
bine story elements of all the movies, including RoboCop 3, and will 
also include some game elements from the arcade game. Sports fans 
have a lot to look forward to on the Super NES. At least five compa- 
nies are working on baseball games! A couple of football and basket 
ball titles are also in the works. Drakkhen, a first person perspective 
fantasy role playing game with smooth, fast scrolling, should make it 
out around the time of the Super NES release. In addition to Railroad 
Tycoon, PC titles like Lemmings, F-15 Strike Eagle, Mech Warrior, 
SimCity, and Sim Earth are also rumored to be in development for the 
video game market. Sony Imagesoft is planning to create 16-bit ver- 
sions of their coming titles Hudson Hawk and The Hook. Capcom has 
some super hot titles in the works after Final Fight. UN Squadron and 
Super Ghouls 'N Ghosts are two that should be out within a year of 
the Super NES's release. Asmik’s first Super NES title will be called 
Dimension Force. It utilizes the Super NES "Mode Seven," which 
allows for raalistic three dimensional scrolling. The game play will be 
similar to the helicopter sequence in Nintendo's Pilotwings. We 
expect lots more surprises at the Consumer Electronic Show, where 
the Super NES will be officially unveiled! 




















COMING SOON 
Addams Family 
Bill & Ted's Excellent 
Video Game Adventure 
Bucky O'Hare 
Captain Planet 
Darkman 
Darkwing Duck 
Disney's TailSpin 
Dragon Warrior III 
F-15 Strike Eagle 
Family Feud 
High Speed 
Home Alone 
Hudson Hawk 
Legends Of The Diamond 
McKids 
Mega Man 4 
Mike Tyson's Power 
Punch 
Ninja Gaiden III 
Over Horizon 
Piratesl 
Robin Hood 
RoboCop 3 
Rockin' Kats 
Star Trek 25th 
Anniversary 
Star Wars 
Tecmo Super Bowl 
The Little Mermaid 
The Hook 
Tiny Toons 
Ufouria 
Where is Carmen 
Sandiego? 
Where's Waldo 
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Nintendo Power's back issues are available 
individually. Add them tc your collection! They 
centaln these exciting reviews: И 


Nintendo Power's Strategy Guides ond tip 
books cover some of the most popular games 
ever and contain the most complete Informo- 
tion there is, 


Strotmgy Guldés Now Аба ЫА 
Volume T3: Super Mario &ros. 3 
Volume 15: Ninja Gaiden T 
Volume 17: Final Fantasy 
Volume 19: 4-Player Extra 


Volume 7 (July/ Auly."89) Mega Man T, Dra- 
gon Warrier, Foxanedu, Strider, 

Volume & [Sept/Oct "92) Disney's Duck Tales, 
Dragon Warrier, Hoops, Fester's Quest, Roger 
Rabbit. қ 
Valume 9 (Nev./ Dec. '89)- Tetris, RoboCap, ^ 
Willow, lronSword, Super Off Road, NES Play 
Actien Football. 

Volume 16 (Jan./Feb '90) Batman, Shadow- 
gate, Willow, Double Dragon T, Clash ot 
Demonhead, River City Ransom. 

Volume 11 (Morch/ Apr. '90): Super Maric 
Iras, 3, Silent Service, Pinbot, 720, A Boy and 
his Blob, Astyanax, % 

Velume 12 [May/June 90) 
Super-C, Dynowarz, Code Na 





a 


Tip Books Avellabten 
The Legend of Zelda: Tips and Tactics 
How to Win at Super Marle Bros 


To order the strategy source of your choice, use 
the form at the front of 














We're on the movel Nintendo continues ta 
open new Werld Closs Service Centers, with 
over 27S Authorized Service Centers in 48 
states and in our newest service areas, Puerto 
Rice and Guam. Athome er on vacation, now 
you can count on finding spore components 
and prompt, professional system maintenance 
repair service, 

“At a Nintendo Authorized Service Center, Nin- 
fendo Certified Service Pros wil 
system with ihe Ni 
charge. In most cases, simply replacing acem- 
panent will get you back in the game imme- 
diately. If repalrs are necessary, count on a fost 
response--usually three days or fewer-at an 
affordable price. # your system accessory or 
Game Pak is within Nintendo’s 90-day limited 
warranty, the repair is fre 



























Call the World Class Sei Center hot 
1-800-255-3700 for the number of the Autho- 
rized Service Center nearest you, er look under 
"Video Games, Service and Repair” in your 
yellow, pages. 








14 (Icly/Aus. '90)" Rescue Rangers, 
Snake's Revenge, Solstice, Crystalis. 

Volume 16 (Sept. Oct, '90): Maniac Mansion, 
Final Fantasy, Roller Games, NES Play Action 
Football, Kickle Cubicle, 5 
Volume 18 (Nov.7 Dec. 790); Dr. Mario, Costle- 
vania Ш, Little Nemo the Dream Master, Solar * 
Jetman. 

Volume 20 (J6n.91): Мера Man Ш, Déjà Vu, 
Gremlins 2, The Immortal. 

Volum 2% (Feb, '91). StarTropics, TMNTIE: The | 
Arcade Game, Quantum Fighter, Magician, 
Ultima: Quest of the Avatar, 

Volume 22 (March 91): MetalStorm, StarTrop- 
ies, б. Jee, Hudson's Adventure Island T. 
Volume 23 (April 97). Power Blade, Sword 
Master, Totally Rad, Monopoly. 

Velume 24 (May 91) Vice: Project Doom, The 





Available only as a set, the ues from our 
first year cover games tha: ах great 
now as they were then. You woo't find these 
issues at newsstands, ond you won't find this 
information anywhere else: à 
—In-depih reviews of Super Marlo Bros, 2, ' 
Ninja Gaiden, Castlevania II—Simon's Quest, ` 
Zelda 3I—The Adventure of Link, and Teenage 
Mutant Ninja Turth 
Tried and true 
~—Special strategies in Classified Information 


This offer is too good to miss! It’s available only 
while supplies last, se use the form at the front 
of this issue to order now! 


PLAYER'S POLL CONTEST WINNERS FROM FEBRUARY 1991, 


GRAND PRIZE: A TRIP FOR 4 TO BATTLETECH CENTER. 
WINNER: Andy Van Comp * Georgetown, TX E 


„ SECOND PLACE PRIZES: FASA BATTLETECH GAMERS’ KITS 


WINNERS: Michael Brubaker, Tacoma, WA; Steven’ Doris, Chebonse, IL; Paul Green, 
Schaumburg, IL; Zack Hiatte, Washington, MO; Thomas McDoi Hampton, VA; Greg 
Miernlcki, Sevema Park, MD; Jason Moyer, Winnemucca, NV; Javier Suarez, Miami, FL; 
Rusty Walsa, Lexingten, NC; Ka-Ki Yeung, Fremont, CA. E 


; THIRD PLACE PRIZES: NINTENDO POWER JERSEYS 


WINNERS: Danny Alvarado, Bronx, NY; Jamie Anderson, Buena Park, CA; Rabert Arr, Lan- 
+ caster, CA; Ken Beegle, Caupeville, WA; Chase Seisel, Rochester, MN; Curtis Bridgers, Rocky 
Mount, NC; Steven Brigman, Leland, NC, 8ryan Buchhalz, Amherst, NY; Chris Campbell, 
Hobart, OK; Andrew Capetillo, Pearland, TX; Jesse Carrigan, Orting, WA; Gregory S. Day, 
Manchester, NH; Ron Fields, Hamitten, OH; Jason Finch, Little Rock, AR, David Foyer, Monro- 
via, CA; Matt Fuquay, Littleton, CO; Fred Goya, Hanolulu, Hl; Jeremy Greene, Gunnison, . . 
CO; Erik Hammonds, Andalusia, AL; Zack Hanna, Aledo, TX; Josh Harris, Cadillac, Ml; Tony 
Herlovich, Punta Gorda, FL; Phillip Heyrman, Green Bay, Wl; Christopher Hooper, Alpine, 
CA; Bradley Horien, Milton, MA; Adam Johnson, Ketchum, ID; Patrick Johnson, Manchester, 





GDB 












Adventures of Lole Ш, The Rocketeer, The Lone 
Ranger. 








. Nintendo Power Subscriptions 
1-800-521-0900 


Subscriptions and renewals only. Call 24 hours 
a day, 7 days о week. 


P 












Consumer Service 
1-800-255-3700 


Coll for general assistonce or 
to change your address be- ` 


аала, 





бте, 


Monday 
through Saturday, er 8 a.m. 
and $ p.m. Sunday. 





Game Play Counseling 











1-206-885-7529 „ МО; Patrick Kane, Toleda, OH; Mike Kopicko, Reno, NV; Nathan Longley, Srimfield, MA; 
ы йа gam Call Robert Lantz, Hudson, МҮ; Andy LiGonde, Jamaica, МҮ;Кеміп Lint, Sedre Woolley, WA, Егіс 
ou PE Ыйы Ы Maloney, Belait, Wl; Erik Mikkelsen, Palatine, IL; Andrew Miller, Son Jose, CA; Debble 
& ame ay unsel ЗЫ : d ses B Moore, Trentan, NJ; Aron Orosz, Hebart, ІМ; Andy Padgeft, s Creek, NC; John Remley, 

dine o MC io it 9 Quakertown, РА, Jason Reuschlein, West Allis, Wl; Troy Scully, Spotswood, NJ; Kerby See- 


Pacific time, Menday through : 
Saturday, or Sam. and S p.m. Sunday. It's long 
distance, so before you call, be sure to get per- 

"mission from whoever pays the bill F 
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ley, Atkins, IN; Alex Sustek, Chicago Heights, IL; Richie Taylor, Jonesboro, GA; Chris Tom- 
maso, Barrington, IL; Peter Webb, Valholla, NY; William Whitaker, Gaithersburg, MD; 
Jeremy D. White, De Ridder, LA; Edward Wooten, LoGrange, NC. 


ده مةد a nth алыды А,‏ همه A‏ حو مہ ود ہہ 







REVIEWS COMING NEXT MONTH: 
ROBIN HOOD 


Robin Hood, legendary archer and altruistic outlaw, comes to life in 20th 
Century video action. The original hood of Sherwood Forest fights injustice 
for the sake of the poor and the honor of Maid Marian. 














BILL & TED'S EXCELLENT ADVENTURE 


History has gone haywire! Excellent dudes Bill and Ted travel through time 
to find famous historical figures and return them to the time periods they 
belong in. History books will never be the same! 


ROCKIN KATS 


A cool Kat with a knockout punch trips through television's loony ‘toon 
land to wild, woolly and wacky destinations. He even shops for useful 
items in TV land by calling the Home Shopping Network! 


AND A SUPER NES SOFTWARE PREVIEW 


This month you got your first glimpse at the Super NES. Next month, you'll see some of the 
awesome software that will be available to use with it very soon. Wait until you see the great new 
titles and their graphics! 























Dear Readers, 


The big news for me Is that I'm leaving Nintendo Power and 
Nintendo of America Inc. to become Executive Producer of 
Video Games and Learning Products at Lucasfilm. I've been 
with NOA for ten great years and ГИ miss it, but Гт by no 
means hanging up my bow tiel Moving to Lucasfilm is a great 
opportunity for me to pursue my interests in video gome 
development. Since l'ue evaluated Game Paks at Nintendo 
for many years, moving оп to development is о logical step 
that will have me more involved with video games than ever. 
You can keep up with what l'm doing at Lucasfilm by reading 
Nintendo Power. After all, it includes the best information 
about what's happening in the world of video games—1 know 
that I'll keep my subscription up-to-date. Гис already sent in 
my $15 and my new address to make sure that ГЇЇ get the 
Player's Guides, too. Play hard, score high, and be excellent 
to each other. 


// "n 5/2 N 
бер 
Ж 
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up y game with A & B turbo. Е 
ith the NES Satellite, you 


your friends dioose your 
favorite controller. And 








Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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